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It's everything you hoped for, and like nothing you expected. 


Remaining faithful to its time-honored legacy, Prince of Persia 3D elevates the Prince 


to new heights with the fast-paced combat of a fighting game and the depth and challenge 
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original game design. It’s all here as you journey back to exotic 12th Century Persia and 
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warlord to rescue his kidnapped daughter. 


You are now part of a very special breed of warrior. You are a 
revenant. In order to regain full strength, you'll need to practice 
the problem-solving ability necessary to unlock forgotten skills. 


And though there may be the whole island of Ahkuilonto —_— 
explore, and more than 40 monsters to destroy, there's only o one : 
Locke D'Averam. And however you choose to live as Locke “ 
think you'll agree: Life is better the second time around. 


@) Immerse yourself in a gripping storyline involving the future of 
the entire world of Ur aS 
® Enjoy explosive spell casting effects slcineeen in any other 
CRPG game . 
&, Extensive NPC interaction enables you to discover who Le 
once were 
@ Multiple modes of combat include stealth, hand-to- hand, el - 
and weapon : | . 
@ Thousands of 3D animations bring the in a inns of Ahkuilon, 
aswell as breathtaking combat moves, to life 
( 5 Choose from 4 character classes in multi- “play mode 
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Why games are violent 


Musings on interaction and depth of character in gaming 


n an episode of The Simpsons, Bart, 
Milhouse and others were playing 
videogames at the local arcade. While Bart 
tried his hand at “Panamanian Strongman” 
(a variant of the classic Rampage, with 
Manuel Noriega subbing for Godzilla), class 
brain Martin played “My Dinner with Andre.” 
The source movie was an art-house hit where 
two guys, Andre Gregory and Wallace Shawn, sit 
around talking for 90 minutes. Entranced by the 
action unfolding on-screen, Martin listened 
intently as the on-screen protagonist said, 


by Steve Bauman 


solving. As Gabriel Knight designer Jane Jensen 
says on page 62, “[commercial failure] would 
confirm, for both designers like myself and for 
game development companies, that story is not 
what the industry is about, and so we would be 
unlikely to continue to try to pursue those kinds 
of projects in the future.” 

Why can’t we have it both ways, action with 
story and character depth? These elements are 
what draws us to movies, though even there 
we re seeing an emerging sub-genre of action 
movies with plot designed merely to speed the 


The holy grail of gaming would be for the 
representation of good and evil to evolve 


from being so black and white to being 
drawn in multiple shades of gray. 


“Thirsting for a way to name the unnamable, to 
express the inexpressible?” At this point Martin 
had three control options: “Tell me more”, 
“trenchant insight” and “bon mot.” 

Aside from serving as an opportunity to show 
off my knowledge of obscure Simpsons trivia, 
this is a fairly good example of why we see so 
many violent videogames. Broken down to their 
most basic level, games are about conflict. If 
you put two computer-generated characters in a 
room, it’s easier to have them try to blow the hell 
out of each other than engage in some sort of 
meaningful discussion. 

Videogames revel in violence without conse- 
quence and gratuitous gore. While a few genres 
are generally violence-free, they're currently not 
enjoying the same success (and public atten- 
tion) as their bloodier counterparts. For exam- 
ple, adventure games traditionally pose their 
conflicts in the form of puzzles or dialogue. As 
this genre continues its RPG-like free-fall (will it 
rise again?), you wonder if people are losing 
interest in more cerebral stories and problem 


viewer along to the next big action piece 
(Armageddon, for example). Violent games, and 
movies, appeal to our basest senses; our eyes, 
Our ears, our guts. But without meaningful inter- 
action, there’s no way to sympathize with on- 
screen protagonists. Long, non-interactive 
scenes of discourse could bring some depth to 
characters in a game, but gamers are an impa- 
tient bunch, and these breaks can kill the 
momentum of a game. 

The holy grail of gaming would be for the rep- 
resentation of good and evil to evolve from being 
so black and white to being drawn in multiple 
shades of gray. The “bad guys” would move from 
being a simplistic representation of absolute evil 
to being (literally) three-dimensional characters. 
The best way to do this would be to allow players 
to actually interact with the characters in a mean- 
ingful way that moves beyond dialogue trees and 
pre-scripted cut scenes. 

Chris Crawford, one of the truest eccentrics (in 
the best sense of the word) the industry has ever 
produced, has long talked about trying to real- 
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istically model human interaction. Maxis’ Will 
Wright has picked up the ball with his upcoming 
The Sims [page 74]. That game provides a sharp 
contrast to the majority of the games covered in 
our “3D Explosion” feature [page 54]. Will 
gamers, accustomed to conflict that involves 
kill-or-be-killed, warm to the concept of date- 
or-not-do-date? More importantly, can con- 
cepts from the game—specifically how it handles 
interaction—be applied to other genres, helping 
give them greater depth of character? 

For each individual, some games may cross 
some sort of line when it comes to the representa- 
tion of violence. In the movie world you can have 
the (exceedingly) graphic violence of Saving 
Private Ryan, but in games we only get the car- 
toon-y gore of an Evil Dead 2. While there's noth- 
ing wrong, in either games or movies, with a bit 
of over-the-top mayhem (especially if it’s liberally 
sprinkled with humor, as in Evi! Dead 2), let’s fig- 
ure out a way to put realistic violence in some sort 
of context, to give it consequence, to ultimately 
make the player fee/ for some of the people being 
bludgeoned to death. 

Let’s say you're playing a game and need to 
pass through a certain door guarded by two sol- 
diers. Creeping up behind them, you overhear 
part of a conversation where they're discussing 
their families. Maybe you'll overhear their con- 
versation, jump into the room, be able to select 
an icon that represents “Tell me more!” and 
engage in a little bit of small talk. After the 
exchange, you've turned these anonymous pix- 
els into three-dimensional characters. And with 
that in mind, maybe you'll feel a twinge of emo- 
tion when you mow them down in the most 
graphically violent manner possible. m= 
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Traveling the road of Souls from Liveside to Deadiside 4 
And back again, 


-~ A dead man is coming, skull in one hand, 
: flambeau in the other... 


a voodoo mask in his chest 
and lines of power in his back. 


A possessed man is coming, 
stalking evil in tenements and deserts, 


Subways and Swamps, 
Spirit world and real world. 


Shadowman is coming.. 
To stop the Apoca Iypse. 


To save your soul. 
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Teaming with potential 44 


Team-based online games you need to try 


ave you ever played the Capture the 

Flag mod for Quake? How about 

Starsiege Tribes, or the Team Fortress 

add-on for Half-Life? Odds are good 

that you haven’t—and you’re missing 

out on something grand. | was sur- 
prised to find how many people | knew had 
never checked out a large-scale (defined as 4- 
32 players) team multiplayer games. Almost 


by Andre Vrignaud 


experience to a team-based, goal-oriented 
environment. Depending on the scenario, each 
player picks a role to play, which is usually 
reflected in the capabilities of the character you 
are playing in the game. A key point to note is 
that game goals are simple and consistent, 
which help address much of the confusion peo- 
ple expect and fear in a multiplayer scenario 
such as these. 


Although the initial game is usually a 
traditional single-player and online 
deathmatch experience, add-ons come 
along that expand the experience to a 
team-based, goal-oriented environment. 


everyone | spoke to had either played death- 
matches into the ground, or were playing the 
massively multiplayer games like U/tima Online 
or EverQuest. Although many were familiar with 
the team-based games, they'd never gotten 
around to checking it out, either because they 
didn’t see the appeal, were intimidated at the 
idea of working in concert with a group of peo- 
ple or thought the game playing experience 
would be too confusing. 

None of the above issues are true, and | 
thought it would be worth the time to give a 
quick overview of the genre. These team-orient- 
ed games tend to be based on first-person 
shooter engines such as Quake and Half-Life. 
Although the initial game is usually a tradition- 
al single-player and online deathmatch experi- 
ence, add-ons come along that expand the 


Let me give you an example. Valve Software 
recently released Half-Life, an excellent FPS 
based on an enhanced version of the Quake I/ 
engine. The initial game was basically either a 
single player offline experience, or a death- 
match based online game. A few months later 
Valve released a free add-on to Half-Life called 
Team Fortress Classic (also known as TFC). 

A game of TFC might be based on the classic 
Capture the Flag scenario, in which you have two 
teams, two bases, and two flags. Each team bat- 
tles to capture the enemy flag and return it to 
their base, whereupon they gain a point. At the 
end of the scenario the team with the most 
points wins. Simple enough, right? Well, it’s this 
simplicity that also makes the game playable. 

Because the scenario is so simple, all players 
on your team have an obvious goal to attend 


to—you don’t need to communicate very much 
with other teammates since you already know 
where they're going, and what they’re up to. In 
addition, the game itself helps reduce the 
amount of communication that would usually 
be necessary by announcing key events in the 
game (“the enemy has your flag” or “your team 
now has the enemy flag”). These announce- 
ments give all the players in the game some- 
thing to focus on, and reduce the need for typ- 
ing in the middle of a battle. 

Character roles are also laid out to make it 
pretty obvious what you're best at. A heavily- 
armored, chaingun-laden character is probably 
best suited for laying down a field of fire and 
defending the base, while the fleet-of-foot 
scout is best suited to running into the base 
and trying to escape with the flag. 

The Capture the Flag scenario is just one of 
many. One of my other favorites is Assassin, 
where one player is the target, and everyone 
else falls into two teams: the target's defenders 
and the assassins. The defenders get points for 
escorting the target to a get-away vehicle safe- 
ly, while the assassins attempt to kill the target 
with everything they've got. Again, the thing to 
note is that roles are extremely clear and 
defined, which makes playing the game very 
simple and fun—you don’t have the confusion 
that many people | spoke to assumed would 
exist. If you haven't had a chance to check 
these games out yet, | highly recommend it. 

On another note, | regret to announce that 
this will be the last column I'll be writing. 
Although I’ve had a wonderful time bringing 
the online gaming world to you, I’ve recently 
Started a new job at Intel as the Games 
Evangelist. Since I'll be coming into contact 
with many an unannounced title or technology, 
it's probably best to not be writing regularly in 
this arena. I'll still be around the ‘Net, though, 
and look forward to playing with you all 
online—keep an eye out for Ozymandias if you 
ever want to pick up a game. @ 
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Looking for realism? Try another game 


ften acknowledged as (or at least held 

up as) the earliest example of 

wargaming, the game Chess has 

appeared in many forms, both in 

board and computer formats. It seems 

quite popular, but upon closer exami- 
nation you discover its many failings with 
regards to accurately represent combat. At best 
you can Say it’s well-balanced, play-wise, 
although even here memorization of beneficial 
“opening book” moves can give the starting 
player a distinct advantage (then again, this 
nicely if abstractly reflects the benefit of choos- 
ing the time and place of your assault—the 
aggressor often has an advantage). 

Things, though, really go down hill from 
there. Take the so-called terrain of the battle- 
field. An 8x8 grid squares whose alternating 
colors mean nothing. What kind of terrain is 
this? All-clear? No rules for weather effects, so 
no mud or snow? The grid means that you get 
unrealistic movement ranges for anything 
going diagonally. Then again, the game rules 
give units arbitrary movement capabilities any- 
way, ones that seem to reflect geometric pretti- 
ness instead of physical realities. 

The game's scale is equally muddled. While 
ostensibly tactical in nature, some of the units 
are decidedly strategic. Yes, it would be appro- 
priate to find a side’s king on a medieval battle- 
field (for such is what variations of the game 
often portray), but the queen and religious fig- 
ures like bishops? Such characters would cer- 
tainly play a role in strategic political maneu- 
verings, but in combat? And how about that 
unit the rook, which is usually portrayed as a 
defensive fortification like a tower. First, a forti- 
fication that can move?! Also, you’d expect such 
a unit to provide some defensive benefit, but 
aside from a quirky rule that lets one of the units 
switch places with the king in an odd cross-bat- 
tlefield warp, the rook is purely offensive, with 
no ability to defend itself or other units. 

In any waragamer’s book, Chess has to be 
seen as a failure: | give it one star out of five. 


by Scott Udell 


Yes, the above is a joke, but it’s one that is 
intended to serve a point. While no one would 
slam chess over its wargame-y realism, or lack 
thereof, many wargamers today unfairly treat 
with other, newer titles, games that are almost 
as obviously meant as games over realistic sim- 
ulations of combat. The fear, of course, is that 
these hardcore gamers are strangling wargam- 
ing (and, to a lesser degree, strategy gaming in 
general), much as the hardcore flight sim crowd 


WeUpoOy eUuURYo/ 


Is there a solution? Actually, | think the 
answer is yes, and | look to the board wargam- 
ing world for it. Pick up a board wargame (if 
you can find one), and unless it’s an older title 
the chances are good that you'll find two verti- 
cal bar ratings on the back. One is for solitaire 
suitability (and this | think is often inflated in 
an attempt by publishers to draw in or keep the 
lone wargamer), and the other is usually some 
form of difficulty rating. Difficulty and realism 


In any waragamer’s book, Chess has to 
be seen as a failure: | give it one star 


out of five. 


is strangling the sim world. It seems like pub- 
lishers can’t put out a game without it getting 
ripped to shreds by the grognards. 

To some extent, this is the publishers’ fault 
too. If they promise a hardcore game, or they 
hype their game as such, they had better deliv- 
er it. But even the games that aren't pitched as 
hardcore often suffer under the wrath of the 
grognards, a wrath that just isn’t fair. As 
wargamers we should take a collective step 
back, and consider what we are doing to our 
hobby in our attempt to push realism: we're 
limiting the entry of new members into the 
hobby (members who have to crawl the simple 
stuff before they can run the hardcore), we’re 
scaring away publishers and developers, and 
maybe we re squashing games that could be 
just plain fun. This doesn't mean that we 
shouldn't complain about other game prob- 
lems—bugs, weak interfaces, play imbalances— 
but perhaps we should think twice about that 
realism rant we post to the Usenet. 


often go hand-in-hand (not always; | expect 
the Panzer General III Assault to be more “real- 
istic’ than the earlier Genera! games while at 
the same time being even simpler than its 
brethren), so perhaps it would be fitting for 
publishers to put something like this on the 
back of computer wargame boxes, or at least 
on their websites. Then, if the publishers take 
such a concrete step, perhaps we wargamers 
can agree to treat a ‘level 1” difficulty/realism 
game far less harshly (again, on the realism 
side of things only) than a game that claims to 
be a “level 10.” (But if you do publish a “level 
10,” it better live up to it!) Does this mean pub- 
lishers should shove out just “simpleware”’ 
games? Certainly not. However, if they do, 
those who want realistic may not buy them, 
and their market would dry up from the other 
end. The idea is to do both, or a range, to 
(hopefully) satisfy everyone, and maybe, just 
maybe, keep the hobby from going the way of 
the cardboard chit. = 
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Online murderer repents, 
Dlames peer pressure 


A tale of crime and reconciliation in Ultima Online 


Cindy Yans has taken the month off in order to 
catch up on laundry (her own—no angry letters, 
please). We found another Cindy, this one with 
the surname Vanous, to take her place. They are 
not the same person. 


notorious criminal was finally brought 
to justice today in the great realm of 
Britannia. After a reign of terror which 
included 173 unprovoked assaults, 68 
murders, 462 thefts and 16 burglaries, 
The Dread Lord Ima Boner was captured 
in a well-planned ambush by a team of wizard- 
ly bounty hunters. Faced with a choice between 
apology or immediate decapitation, the culprit 


by Cindy Vanous 


That's, you know, key. And use lots of emotes. | 
used to think that guys who kept bowing and 
all that crap were just gay, but now | see it’s an 
important part of the game. Otherwise, how 
would anyone know you were role-playing? 
You can’t just walk around and say, you know, 
‘Hey dOOd! Killer clOthez, whOd U kill 4 em?’ 
That's for jerks. Instead, now I’m like, ‘Hail fel- 
low traveler, wheresooth did you find such an 
excellent master tailor? Might they be persuad- 
ed to, um, make me a cloak?’ Cool, huh?” 

A great improvement, to be sure. The former 
fugitive then proceeded to outline the remaining 
terms of his reintegration into polite U/tima 
Online society. “| gotta help out newbies. You 


"So, like, I’m gonna say ‘thou’ from now on. 


That's, you know, key. And use lots of emotes.’ 


chose sensibly to enter a public rehabilitation 
program and express his regrets to the people 
he has wronged. As a partial explanation, he 
painted a vivid picture of life in one of the 
many violent gangs that prowl Britannia’s 
growing urban sprawl. 

“My friends were all doing it, and, like, | 
thought it'd make me really cool. You know, like, 
popular. Cause they were all cool, with their bone 
armor and weapons of vanq. And once we held 
up a gang of newbies and took all their gold and 
they were, like, screaming at us and we were all 
laughing... | felt, | dunno, really big. You know? 
Geez,” admits the sheepish felon, ‘! guess | was 
just being a dick. Um, sorry about that.” 

Mr. Boner, in a moving statement, promised 
to make reparations to the citizens of Britannia 
for his former actions. In a voluntary offer of 
virtual community service, he also agreed to 
abide by the Basic Laws of role-playing. 

“So, like, I'm gonna say ‘thou’ from now on. 


know, by giving them stuff? No more stealing 
and telling them how much they suck. And then, 
like, | need to pick a trade. Mining or some- 
thing. Except that | don’t want to be a miner, 
they’re all naked. So probably smithing. That 
way, | could, like, fix people's weapons and give 
something back to the people | used to rob.” 

A ceremony of reconciliation was planned by 
the Outstanding Citizens of the Player Town of 
Paws on the Pacific server. During this solemn 
event, Mr. Boner will be ritually dressed in 
“newbie” garb and ushered into the throne 
room of kingdom leader-for-all-eternity Lord 
British. There, the repentant murderer must 
emote the required phrases: bows and kisses 
the royal ring in abject fealty, forswearing ever- 
more his evil ways and pledging to uphold the 
cause of common decency in this great realm. 
(Current odds at the Cat’s Lair Tavern are 4:1 
against Mr. Boner completing the second 
phrase without typos. Wagers may be placed 
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neti 


with The Glorious Dirty Phil, Master Fisherman. ) 

In an interesting political twist, however, 
Lord British will not actually be on hand for the 
ceremony. Standing in for the monarch will be 
his Pacific shard Regent, The Glorious Lord 
Selphim Portent, Grandmaster Mage, who will 
accept Boner’s allegiance on behalf of the 
crown. The Honorable Secretary of Peerage 
Bureaucracy of the Player Town of Paws, Noble 
Lord Euseless Natterwell, explains that this 
practice is customary. 

“Our great King, Lord British, is more than a 
mere monarch. He oversees the future of 
Britannia itself! Look into the sky! Well... | mean, 
if you could. Ahem. The very moons in the sky 
were crafted by British, and to his will they move 
and spin! How could we ask such a man to spare 
his precious time for a matter so mortal as 
human fealty? Nay, it would be an imposition of 
the rudest degree to even suggest that he 
appear. | only hope that our new fellow citizen 
can find it in his heart to honor this practice, 
and swear allegiance to our designated and 
democratically appointed royal proxy officer.” 

When asked privately how he felt about the 
substitution of regent for king in the fealty cer- 
emony, Mr. Boner merely emoted a fiendish 
smile and whispered “British could kick my ass, 
but these role-playing pansies will be no match 
for the mighty force of Clan Napalm as we 
descend on their pathetic gathering like eagles 
on a crippled deer. If you cover the event, we'll 
cut you in for a share of the loot.” 

Hmmmm. 

Ahem. 

So tune in next month, as we bring you 
detailed reports from what should be the social 
soiree of the year in western Britannia. Even bet- 
ter, join us in Castle Britain and experience first- 
hand the pomp, circumstance, and splendor of a 
true role-playing event. (Don’t forget to wear 
your most expensive jewelry and rarest of armor— 
after all, this is the royal court!) Once again, the 
forces of good have prevailed in the great shared 
universe of U/tima Online. Huzzah! = 
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Violent videogames 


in the House 


A PROPOSED AMENDMENT TO A JUVENILE JUSTICE BILL THAT WOULD 


have made it a criminal act to sell or show any explicitly violent 
material to a minor was rejected by the House of Representatives by 


a vote of 282 to 146. The “violent materials” specifically included 
videogames, movies and books. Most of the Representatives voting 


Before the Columbine shootings in April, the bill, called the Consequences for Juvenile 
Offenders Act of 1999, was a bipartisan effort to address youth violence by focusing on pre- 
vention and prosecution. Democrats pushed for counseling, after-school programs, and anti- 
gang initiatives, while Republicans wanted tougher sentences for juvenile crimes. Despite rep- 


against it were concerned that it would be deemed unconstitutional. 


resentatives’ repeatedly stating there were no easy 
solutions to the complex problems of situations like 
Columbine, both conservatives and liberals alike 
pointed fingers at a number targets: the gun indus- 
try, Hollywood, the court system, godless schools, 
and videogames. The result was much political 
infighting, and only one measure passed, one which 
allows the Ten Commandments to be displayed at 
schools. (Ironically, this despite a similar effort being 
deemed unconstitutional almost 20 years ago.) 

The amendment about videogame violence was pro- 
posed Illinois Republican Henry Hyde, who wrote in an 
Op Ed piece in the Washington Post, “Real life tragedies 
have become frightening symbols of our 
crisis of the soul, mirroring constant and graphic 
destructive television, movies music and videogames. It 
is naive to think the two are unrelated.” He justified the 
bill, despite the apparent First Amendment violations 
other politicians alluded to when voting it down, say- 
ing “| believe that if the Constitution permits us to 
restrict the type of sexual material kids can purchase, 
then it makes sense that we can also prohibit the distri- 
bution of material to minors that is so graphically vio- 
lent that it glorifies it to a harmful level.” 

The difficulty is defining what exactly constitutes 
“violent” material. Hyde offered a definition that 
could include certain videogames, saying the 
materials in question would give “...a visual depic- 
tion of an actual or simulated display of, ora 
detailed verbal description or narrative account of 
a sadistic or masochistic flagellation by or upon a 
person, torture by or upon a person, acts of 
mutilation of the human body, or rape.” He also 
pointed out that his bill wouldn't restrict the rights 
of adults to view violent material, nor would it 
prohibit people from creating it. He created built-in 
exceptions, as in cases when the material has “liter- 
ary, artistic, political, or scientific value” for minors. 
However, this is an equally subjective measurement 
when applied to videogames. 

The bill also included two less controversial mea- 
sures, which would call for a federal study of the 
impact of videos and music on child development and 
the creation of a voluntary “code of conduct” for the 
entertainment industry. —Steve Bauman 
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Team Rainbow is back in full force. Rogue 
Spear, the sequel to PC Gamer's 1998 Action 
Game of the Year, immerses you even deeper in 
the explosive action of an elite multinational 
strike force. 


Rogue Spear feels so real, you'll be yelling 
‘Tango Down!’ in your sleep for weeks. And 
the multiplayer action is to die for. Remember, 
when stalking the enemy: Walk softly but strike 
like a thunderbolt. You only have one shot to 
save the world. 


NEW REPLAY FEATURE 
NEW MISSION EDITOR 
FULL SNIPER SUPPORT 
EIGHTEEN NEW MISSIONS 
a | JOYSTICK SUPPORT 
MSN Gaming Zone is either a registered trademark or trademark of Microsoft Corporation nthe TERRORISTS MORE REALISTIC Red St 
United States and/or other countries. A N Ny % E T H A L T H A N E V E R c orm 


© 1999 Red Storm Entertainment, Inc. 


CSTERTAVS@ERT 


jAdJse\] Pues 
e JU) $0 9]}1} BU} O} Wed} 
A aping - pte OU 9d>I| 


‘JOAO a>uatiadxa saKejd-1ynw 
JU Uromolelleler-) ii. p) 
pue 9}3|dWOd JsOwW SUL +e 


Co ok Jal eprep 


NUN OE 19AQ 


‘aJOW pue JawWweH 
LIVdWI 84} Jawaepey 

34} - Aiuodeam junod-Apog 

Big padueyus pue Moau-||V 


‘uol}De BSUd}U! BOW UdAd 
JO, BIOIPIeH OF JO ‘apow 
SIIAON Ul JEQUIOD JO} UleIE +e 


‘saluedwo> sajpeadsas 1104) Jo Auadoud ay) ave SUeWepPe 18y{O [fy “BANIeIORU] Bea} Jo SeWeapes) ae OHO] Pea ay} pue Jeay ‘duj ‘BANDRIERU] JoAe|gy JO SEWapeN sue 
SoBo] 1ahejgiW 843 pue sake;giy “Duj ‘AANDeIB{U] YE JO JreWAapes e s} Oo} aADEJEIU) LUGE BY, “UOISsjUIEd YUM Pasy) ‘paruasal SyYBu |}y “UOReI0dI0> je2Uj JO syseWapeN ae 0607 KINI 8YI PUe KIN “UOReIOdI0> Yoso’dIW Jo SeWape paleysiBes ase @ sMOPUI/ PUR @ YOsosdIW ‘uj ‘sSowebeHay 213 jo syseweper ae 
soo] jeaiup 34} pue jRasuf) “dio> sueMyyos aANreJa}U] 15 JO yseWapeL} paajsiBeu e s| OBo| 15 ayR pue yYreWape es} 15 “dso> asengyos aanoesa}U] 15 Aq pajnquysip pue paysiqng ‘sauespg jeubig UM UOREIOGe}OD Uj “Du; ‘seWeHebay 2103 Aq pazeasD ‘paruasey sybly jy “dul ‘sauebeBayy 21d] 6661 @ JUBWeUINOY , jeoUN 


woo'}eauN MMM 


"JUSWEUINO] [PoJU/) PUR |PoU/) YIM 3}gizedwo) Kape a ! 
TWd WN OL NALSE NOWd NOISSIW TWIUNA iMON SIYOLS NI 


woo'saweij}imuMm 


asemyjos 
aaijjesajuy 19 


OOO teers 


oni Bee ns 
j ea easaaarae 
ea ioe 


Isa1NO} cow. 


TWIYNN 


‘SHINS JO AIdNOD V 
HLM JIIOHD YNOA JO YAANAS 
HL NO SVu4 GNV JNIINO 135 


+000°0SL$ UIM 


*SIVIMOLNL JDIOA HLIM INSHAVIN 


x YAIAV1d-ILININ 40 AO AHL NYVIT 


DINWA ANTIVNAYGV FHL - 


u W4dL FHL AO ASNAS 
Addi NI ANVD 
NOILVYIANID-LXAN V SI 
ININVNYNOL TVIYXNN., 


_ [Nowwuainao Jo uvas inoHLM] 


“SLO Od, eOLSIA LSNIVOV GNV HLIM 
_— Gasva- WVSL NYV31 


ae OL IW3YNN 34INDIY LON S30q] 


VD LNSINVNYNOL YaAV1d-ILINW 
GNV JTONIS MN -T1IV NV 


* SEPTEMBER 1999 


briefs 


m—The next version 
of Windows will feature the ability to 
block game content from children 


using codes provided by game devel- 
opers, reports the Associated Press. 
The system being developed is similar 
to the one used by Microsoft’s Internet 
Explorer to block violent and sexually 
explicit content. According to the 
story, the Windows Game Manager 


Tribes Extreme @& 
will use the rating system that is sup- 
plied on the games when they ship... 
es E: a—Dynamix 
announced the latest edition the 
Starsiege: Tribes universe, Tribes 
Extreme. The game will feature a new 
single-player campaign against com- 
puter controlled opponents, as well as 
a three-part single player campaign 
with a storyline. The multiplayer end 
of the game will add several enhance- 
ments, including balanced online 
missions where neither side has a 
strategic advantage based on map 
position. The game will be out this 
fall... 
Sierra Studios announced the official 
name of their upcoming space com- 
bat simulator based on the Babylon 5 
television series. Dubbed Babylon 5: 
Into the Fire, the game will feature old 
characters from the series, along with 
characters specific to the storyline of 
the new game. They also announced 
that members of the original cast 
were reunited to shoot segments for 
the game. The shoots were conducted 
in two phases, the first session took 
place on the actual set from the tele- 
vision show. The second half was 
filmed using a blue screen technique, 
which allows virtual sets to be added 
in post-production. Fans of the series 
will recognize many of the original 
locations from the television series, 
including the ISN news desk, an 
Omega bridge, the squad bays, and 
Babylon 5’s sanctuary. The returning 
actors include Bruce Boxleitner (John 
J. Sheridan), Mira Furlan (Delenn), 
Jerry Doyle (Michael Garibaldi), Tracy 
Scoggins (Captain Elizabeth Lochley), 
Wayne Alexander (Lorien), Thomas 
MacGreevy (Centauri Minister of 
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Pool of Radiance II 


RELEASED IN 1988, POOL OF RADIANCE FEATURED 
advanced graphics, excellent quests, plenty of mon- 
sters and items, and slavish adherence to ADED’s 
extensive system of rules. It launched SSI’s award-win- 
ning “Gold Box” RPG series. Twelve titles were eventu- 
ally produced, and over 1.5 million copies were sold. 
To this day, many gamers regard early Gold Box titles 
as the best RPGs ever made. 

Now, after a several-year hiatus SSI has announced 
their grand return to the land of Faerun, and their 
intent to recapture the magic (and market share) of 
their previous award-winning games. In the upcoming 
game—the actual name of which is still to be decided— 
a new Pool of Radiance has been discovered among the 
ruins of Myth Drannor. 

Poo! Ii will feature a story based on the extensive 
history of Faerun and plenty of non-linear subquests. 
In place of the old 3D exploration engine and separate 
tactical combat interface, a new three-quarter isomet- 
ric engine will support both general movement and 
action-based combat. All characters and monsters will 
be rendered in 3D, and the game’s environments will 
be somewhat more interactive than RPG players are 
used to experiencing. Priests giving you attitude? 
Shove over their table! Are temple guards on the way? 
Block the door! 

In classic ADED fashion, you'll be able to group mul- 
tiple characters together into an adventuring party. 
Four of those characters can be “rolled up” by the play- 
er, and two more can be hired or recruited along the 
way. For those who enjoy sharing their adventure with 


Rayman 2 


a 


The whimsical style of the game carries over into the interface 


WHAT DO YOU GET WHEN YOU IMPRISON THE LOVABLE 
Rayman in a bizarre intergalactic zoo? If you answered 
“another quirky action-adventure from the mind of 
Michel Ancel,” you win the prize (some restrictions 
may apply). Rayman 2: The Great Escape revisits the 
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A mockup of the game’s proposed engine and interface 
gives us our first tantalizing peek into the future 


others, multiplayer support will also be available. 
Finally, the scenario’s “level cap” will be generously 
high, allowing characters to achieve a maximum of 13" 
level over the course of the game. 

According to SSI, this is the first of several games in 
the Gold Box series. Tymora and the forces of retail 
popularity willing, gamers may once again be striking 
an entire seam of Gold in the Forgotten Realms. Look for 
Pool of Radiance Il in mid to late 2000. —Cindy Vanous 


It must be tough to swim when you have neither arms 
nor legs 


tate his escape. If it sounds a bit silly, that is because it 
isa bit silly... that was what made the original game so 
endearing, after all. The game will feature the same 
mix of platform action and puzzle-solving that its two- 
dimensional predecessor did, and the player will fol- 
low Rayman’s antics from a third-person “smart cam- 
era’ that allows the perspective to be changed at will. 
Rayman will have to run, swim, and climb rock faces 
through 3 different worlds, each of which is broken 
down into ten maps. Like the original game, there will 
a number of hidden levels for the player to discover (or 
not, if they are as difficult to find as the ones in 
Rayman were), and the player will be able to use a 
variety of special moves such as throwing Rayman’s 


a Defense), and Beata Pozniak wacky world of its side-scrolling predecessor, this time | magic fist. There is no word on whether Betilla will be 
fe: (President Luchenko)... p in hardware-accelerated 3D glory. making a return appearance, unfortunately. 

a s—UbiSoft President Yves This time around, Rayman has been imprisoned in a Rayman 2 seems poised to bring its whimsical and 
5 Guillemot told Multimedia Wire that Z00 and must use the abilities of his friends (also 7 | bizarre action into a 3D world, and should be hitting 
S Mortyr will not be published by imprisoned) to open the doors to Great Power to facili- 1 stores this winter. —Benjamin E. Sones 
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Try diplomacy 
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B Bring out your inner dictator @& ne 


May your wit be as sharp as your sword, because Avalon Hill’s ace a 

Diplomacy has captured the true spirit of the legendary board game. | ‘=== °°" eal - 

You'll start as one of the seven pre-WWI superpowers, England, fF ¢ om 
France, Germany, Italy, Russia, Turkey, and Austria-Hungary. These | ~..*, — 


political boundaries will become your prey as you negotiate your way to 
the top. Beg, threaten, plead and argue your way past nations where 
friends become pawns and enemies become allies. You'll have to be cunning. 
Smooth. And deceitful. This is a game that can’t be left to chance. 
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briefs 


UbiSoft due to its violent content. 
The game, a first-person shooter set 
in several historical and futuristic 
environments, puts the player in the 
shoes of a soldier who takes on 
Nazis. The game was acquired by 
UbiSoft from Interactive Magic. 
UbiSoft plans to sell the rights to 
another publisher. In a related story, 
UbiSoft announced they have pur- 
chased long term deals with Enlight 
Software, developer of Seven 
Kingdoms and Capitalism, and a 
three year deal with Sinister Games, 
developer of the upcoming Shadow 
Company... Motorsims announces 
SCCA Can-Am game—Motorsport 
Simulations (Motorsims) announced 
SCCA Can-Am, an online and sin- 
gle-player racing simulation. The 
game, the first to be developed 
under Motorsims’ long-term part- 
nership with the Sports Car Club of 
America (SCCA), will be out in early 
2000... @ 


THE PHANTOM MENACE 
LucasArts ° Last Hea wo 


Risk Il 


It’s overture time! 


Choose to play on the conventional 2D map... 


WELL, FOLKS, RISK IS BACK, AND IT LOOKS LIKE IT’S 
going to be more than just a graphics upgrade. 
According the Hasbro, “The year is 1812. Napoleon’s 
army is on the march, and it’s every empire for itself.” 
(Memo to the French: It’s really cold in Russia). 

At the top level, the game is its same old self. You play 
a “Supreme Commander,” and your goal is to dominate 
the world. Not surprisingly, you'll be able to play the 
classic game rules, trading cards for armies and hoping 
for the best dice roles. A Classic Map Option lets you play 
with the familiar map, while the Advanced Map Option 
gives you added territories and connections between 
them. If you want a different feel to the game, though, 
try what Hasbro calls the “Same-Time-Turn” option (oth- 
erwise known in the gaming world as simultaneous 
turns): you and all your opponents plot your tus only 
to have them execute at the same time, something that 
should turn traditional Risk dynamics on their ears. 


a Destraye Command 


Fast and loose on the high seas 


IF THERE ONE WAS EVER TO LOOK FOR A SCRAPPY FIGHTER 
on the world’s oceans, you'd have to look no further 
than the “humble” destroyer during World War Il. 
Sure, the big gun battleships or the massive carriers 
might get more attention, but for breadth of duties 
and sheer ubiquity on the seas, you've got to admit 
destroyers are it. Perhaps this is why SSI has chosen to 
focus on the “little guys” for their year 2000 game 
Destroyer Command. 

In the game you'll either get to captain a single 
destroyer or take command of a four destroyer division 
or an eight destroyer squadron. Ultimation’s Troy 
Heere, the game’s designer, says that at its lowest level 
the game is really a simulation. Like SSI’s older Great 
Naval Battles games, you'll be able to get into the nitty 
gritty of commanding a destroyer in combat: working 
the helm, aiming and shooting the guns, setting up 
torpedo runs, and more. As your level of command 
increases, though, the game will begin to take on some 
tactical naval wargame elements as you direct multiple 
vessels in combat. 

The game will include both Atlantic and Pacific 
campaigns and a number of historical battles. 
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...or from the new 3D globe... 


...or drop down to the new richly detailed close-in view 


Hasbro’s touting their I-COM (Iconic 
Communication) system for using icons to communi- 
cate and negotiate during multiplayer games, some- 
thing they say will enhance Internet playability across 
language lines. Also new to the Risk family is a territo- 
ry bidding option at the start of the game and, even 
better, a “territory depth” feature that lets you place 
units on a territory's frontier and within the territory in 
its capital, another feature that should change the 
game's dynamics significantly. 

The game will, of course, sport an improved graphic 
look, from its traditional 2D map to its 3D globe down 
to its very detailed zoomed in view. —Scott Udell 


Dawn or dusk, always tricky times for combat at sea 


rently plans to link the game with SSI’s upcoming sub 
sim, Silent Hunter Il, for some friendly sub/destroyer 
cat and mouse (or cat and cat). 

While the game will feature some 100 different 
ships and subs from different nations, you'll only 
command U.S. destroyers from 5-6 classes. The 
game will be rather different in that you won't com- 
mand a battle from the very top; rather, you'll often 
be skirting about the main action, taking on duties 
assigned by a computer commander (or scenario 
designer). The duties will be plentiful: frightening 
torpedo runs against enemy capital ships, shore 
bombardments, air defense, landing support, con- 


s Campaigns will be linear in nature, but there will be voy escort, and, of course, anti-submarine warfare. 
< : some randomized elements in campaign missions and The team plans to model communications and sen- 
cx | carry-over from mission to mission (so if a ship is sunk sors realistically, and will work in weather (including 
5 | in one mission, it won't show up again). Multiplayer front movement across the battle area) and ocean 

= — —""\ will include co-operative missions, and the team cur- physics. —Scott Udell 

oO Source: PC Data, Reston, Virginia. Month of May 1999 | 
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One of your four 


men is hit and goes 
down. The snarling 
chatter of an MG42 pins 
all your men vider 


cover, too terrified to 
raise their heads. 

The enemy is behind 
a wall, deadly and 
virtually invulnerable. 
For Warhawk, your 
Regiment's 
commander, this 


"Spider, get your 
team around that MG's 
flank and nail that gunner!" 
he barks. Spider sends his 
four-man team quickly into 


position. Their fire surprises 
i the testo hi the enemy. Now itis 
leadership they who know fear. 
Skills. 


“Assault 'em!" yells Warhawk. "Get 
close and use grenades!" Heart 
pounding, you hesitate. The 
next of your team to die 
could be you... 


"If you've never played CoC 
you've never played a wargame... 


roy WWII combat. All the 

liars are REAL PEOPLE. 

Can you earn promotion? Can you command 
other players? Will they execute YOUR plan? 
: ership. THAT is what war is about. 


any experience you've paid for. 


mCOy 


* No catch. No CD required. No payment oo 
Just a download at www.2am.com — good games keep you up 
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rheaded by the popularity of id Software’s DOOM and Quake and the subsequent prolifer- 
on of inexpensive 3D hardware, every genre has been making the move to 3D. While some 


game genres have always been there (simulations, for example), others are being dragged, 


kicking and screaming, into the brave new world of high-technology. In this roundup, we’ 
look at some upcoming 3D games: Some are the de-facto standard of first-person action 
Quake Ill Arena, Soldier of Fortune), others sequels to innovative hybrids (Rogue Spear, 
Battlezone II), one is an online-only persistent world role-playing game (Asheron’s Call) and 
others are 3D representations of old 2D favorites (Prince of Persia 3D, Theme Park World, Gabriel 
Knight III). So fire up your 3D accelerated glasses and let’s get started with — 


Quake III Arena, from the Big Kahuna™ of 3D, id Software. 


Che Wt TE HD 
Quake Ill Arena 
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It may not be the Emerald City, but in suite 666 of the black glass office building that they jokingly refer to as the 


“Borg cube,” id Software is steaming away on their next big project. Even the most casual gamer is familiar with 


the Texas-based developer, whose past genre-shaking hits such as Wolfenstein 3D, Doom and Quake helped intro- 


duce computer gaming into the lexicon of popular culture. While there were other 3D games that predated their 


success, id is widely recognized as the creators 
of the first-person shooter—if nothing else they 
certainly established many of its defining stan- 
dards. Perhaps that is why it is so shocking to see 
them blatantly discarding, shunning and with a 
little luck possibly even reinventing the genre 
with Quake II] Arena. 

The team's original plans were to retire the 
Quake franchise with Quake // and begin work on 
a series of new technologies code-named Trinity. 
A short time later the company performed an 
about-face and announced that Trinity was 
being shelved in favor of a third installment in 
the Quake series. That revelation was controver- 
sial enough, but when id revealed that this new 
game, entitled Quake /// Arena, would focus 


exclusively on deathmatch play, a regular hor- 
nets’ nest of praise, criticism and puzzlement 
exploded in the Quake community. Was id 
admitting that they could not make a good sin- 
gle-player game? Were they bowing to the pres- 


sure exerted by online-only games such as Tribes 


and the upcoming Team Fortress 2? Were they 
out of their minds? 

Quake III Arena, according to project manag- 
er Graeme Devine, is simply another example of 
id doing its own thing. “What we had in Quake 
ll,” Devine explains, “was that people would 
play the single-player game, but perhaps not 
even complete it all the way through; but they 
would get online and play deathmatch, and 
that was a very different game from the single 
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player game. [In Quake /I/ Arena] we have tried 
to make the single-player game and the multi- 
player game very, very similar. So the single 
player game is deathmatch against artificial 
intelligences that will taunt you and hunt you 
down and kill you. It’s very much a straight 
arcade game, versus what we ve done before 
where you have a linear single-player game— 
solve the puzzles, move forward room by room, 
move down a corridor and shoot three people, 
move down another corridor and shoot three 
more people....” 

While many people take this to mean that the 
game will be online only, Devine explains “there 
is single-player deathmatch, too!” The design 
team makes no apologies for the fact that they 
have unceremoniously dumped the game’s 
story-driven underpinnings, but both Devine 
and id owner/lead programmer John Carmack 
mirror the sentiment that Quake II] Arena will 
have a strong single-player game. A number of 
id staffers compare the game to Mortal Kombat 
and similar fighting games. Carmack expresses 
some reservations with the analogy—“we re not 
focused on one-on-one or head-to-head,” he 
explains, but goes on to admit that the overall 
flow of the gameplay, which emphasizes loosely 
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In addition to the ever popular Quad Damage, there will be power-ups for teleportation, flight, haste, invis- 
ibility, and regeneration 
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A fairly even mix of male and female character 
models will be available to choose from 


Some levels feature wide-open arenas, while oth- 
ers offer the claustrophobic corridors of past 
Quake titles 


connected arena battles with colorful oppo- 
nents, is similar. “We're still all about the experi- 
ence of the combat... in that way, yes, it is very 
much like the fighting games where there is 
some back story, but who the hell cares? The 
game has to be fun as you're doing your 
actions, as you're sitting there doing your “bob 
and weave, ‘duck and attack”... that’s what 
has to be fun—not the fact that you are pro- 
gressing through a story to some end goal.” 

So how exactly does the game play? Both the 
single-player and the multiplayer games will 
share the same collection of roughly 30 maps, 


but not all will be available at the start of the 
single-player game. The player will have to win 
(or possibly just place second—the details have 
yet to be nailed down) in all of the starting 
maps before the next block of maps will be 
unlocked. The end goal is a loose one—rank first 
among all the Al bots in the game. 

Despite the game’s abandonment of the tra- 
ditional story structure, there is a degree of lin- 
earity to the levels. Designed to ease newer play- 
ers into the experience, the early blocks of levels 
feature simple layouts that slowly introduce 
important tactical concepts. The first levels the 
player encounters are nearly flat, with no rooms 
above rooms or fighting across varied eleva- 
tions. “We wanted a level that could be played 
with just the keyboard—no mouselook,” explains 
lead designer Tim Willits. Players will need to 
learn tricks such as mouselooking as they go 
along, however—later levels slowly present the 
player with tougher challenges such as vertical 
spaces, jump pads and environmental hazards. 

As a whole, the maps present a surprising vari- 


In multiplayer mode, players will be able to choose from roughly 20 different models with at least three 


skins each, for a total of 60 unique characters 


ety of scenery and tactical situations. In past 
games, deathmatch levels were always an after- 
thought—something the team designed on week- 
ends. In Quake //I Arena they are the central focus, 
and it shows. Each map is different from the oth- 
ers in some way, and some maps are built around 
tactical themes. One map, which may or may not 
make it into the final game unchanged, features a 
number of platforms and enclosures floating in 
space. All of the characters start the map with the 
flight power-up, and the dizzying mid-air battles 
that ensue are truly a sight to behold. Another 
map (fondly referred to as the “Tron map” by the 
design team) features towering buildings con- 
nected only by floating elevator platforms that 
constantly rise and fall, with naught but an end- 
less abyss below. Fighting while attempting to 


Ee 


Visual and audible cues—such as the quad damage 
aura or the pulsing regeneration sound—highlight 
characters with the best power-ups 


There’s nothing like the smell of fresh gibs in 
the morning! 


navigate the kinetic environment is nerve-wrack- _ 


ing, to say the least. Other maps are based 


around water, or maze-like expanses of corridors, . 


or open arena-style frag-fests. 


The opponents that the player faces in each | 
map are drawn from a pool that currently con- | 


sists of 60 characters—20 different models 
with three different skins apiece. Some of the 
characters are human, some are cybernetic 
creatures reminiscent of Quake //. Others are 


just strange, such as a giant eyeball that walks 


on ape-like arms that sprout from the top of 
the bloodshot orb. In the single-player game, 
each has a set of attributes (such as reaction 
time and weapon preference) that define its 
ability and fighting style. When the player 
enters a level, the game selects one or more 
opponents from the list based on the player's 
current ranking in the game. The game will 
adjust its selection dynamically to present 
adept players with more challenging oppo- 
nents or to provide a break to the less skilled. 
Even in the game's current state, the Al bots 
perform remarkably like human players, and 
the higher ranked bots prove to be challeng- 
ing opponents. 

“Making bots that are challenging isn't 
tough,” programmer and bot guru John Cash 
confides. “It is a simple matter to create bots 


Asheron’s Call 


with inhuman reaction times or the ability to 


track players anywhere on the map.” Cash says | 


his bots do not “cheat,”—their perceptions are 
restricted to their field of vision, and they are 
hampered by adjustable reaction times that 


prevent them from firing the instant the player ; 


is visible. Unlike bots in most other games, 
Cash's creations do not navigate the level by 
following a series of waypoints. They examine 
map geometry at runtime, classify areas as 
passable or impassable, and calculate efficient 
routes through the map. “It adds a bit to load 
times,” Cash admits, “but it makes all the dif- 
ference to how the bots perform.” 

Weapons will be a mix of familiar favorites 
from various id products. The machine gun 
and the rail gun are much like those in Quake 
Il, while the lightning gun and the rocket 
launcher have more of a Quake feel. The BFG 
will make an appearance, although it has 
been completely reworked to fit the death- 
match bent of the game—imagine an instant 
hit, rapid fire rocket launcher and you will be 
on the right track. The flame-thrower is the 


only truly new weapon in the game, filling the | 


medium range area effect niche in the play- 
er's arsenal. 

Despite the fresh approach the game is taking, 
Carmack is insistent that the gameplay will not 


The Internet. To a businessman, it is a great mesh of information, opportunities, and connections. Educators see it 


as a global village, where people of all nations can meet and exchange their knowledge. But gamers, only we 


know the truth. The Internet, in all its roiling, chaotic glory, is nothing less than the heart of a fledgling digital 


galaxy. This is the nuclear crucible in which new worlds are forged, spun into existence by the collective desire of 


a million adventurous hearts. The stars which produce them give each one a basic shape, and teeming visitors 


bring these virtual ecospheres to life. Now, after 
several generations of online worlds have 
formed, flourished, and, in many cases, burned 
out, the largest star in the celestial Web is finally 
coalescing its own satellite. That star, of course, 
is Microsoft, and the new world will be known as 
Asheron's Call. 

Turbine, the game’s development studio, is 
aiming their title squarely at the mass market. 
Rather than sticking to a formula which has 
proven successful in role-playing niche mar- 
kets, they re trying to make their creation more 
accessible to players who have never experi- 


If an enemy casts an unknown spell, players will 
hear the syllables. With experimentation, they 
may be able to replicate the effect 


enced a pen-and-paper or hardcore offline RPG. 
“This game, fundamentally, is intended to be a 
skill-based system,’ says Jon Grande, 
Microsoft's Product Planner for this title. “Unlike 
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The game will feature a new BFG, revamped to 
better suit deathmatch play 


deviate too far from what hard core fans demand. 
“One of our original design statements on Quake 
lll was that we're not setting out to show you 
things you've never seen before. It’s pretty much 
proven concepts, done better than they have been 
done before, and integrated well.” —8.S. 

A full interview with id’s John Carmack can 
be found on our website, www.cdmag.com. 
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GEN RE 3D Action 


PUBLISHER. activision 
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traditional D&D where, say, a cleric couldn’t use 
a bladed weapon, the design idea behind 
Asheron's Call is letting a player eventually be 
able to do anything they want to in terms of 
skills. No arbitrary limits.” 

When a new character is created, he or she is 
a blank slate—players can allocate a certain 
number of points to attributes, and choose the 
skills in which they'd like to train and/or special- 
ize. Templates are available for those who don't 
want to mess with distributing points, and a 
wide variety of character faces and clothing 
color choices are available for that final person- 
alized touch. 

Once the game begins, even a rookie player 
should have little trouble becoming acclimatized 


Nothing like spotting a hostile Monouga when you’re knee-deep in the bog 
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The Assess Creature skill allows players to deter- 
mine important information about potential targets 


Injured monsters will often screech for help. This 
armoredillo now has backup 


to the controls. Basic actions can be performed 
with a click of the mouse, movement is controlled 
by the numeric keypad, and all other commands 
can be bound to various keys. A “training dun- 
geon’ will even offer incoming characters the 
opportunity to practice basic moves, skills, com- 
merce and interface usage before entering the 
actual gameworld. 

Unlike EverQuest, in which the outdoor world 
is composed of a series of separately-loaded 
regions, Asheron's Call features a single con- 
tiguous landscape. Dungeons and other “sepa- 
rate” areas will be accessible by means of mag- 


Many monsters will employ group tactics, such as surrounding a character to prevent flight 
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ical portals, and the game’s modular design 
will allow Turbine to add new dungeons when- 
ever they please. 

Of course, one of the major components of any 
RPG, particularly the online variety where on- 


demand excitement has to substitute for detailed | 


storytelling, is combat. Asheron’s Call offers 
plenty of battle fodder, conveniently located 
around the island and in a multitude of dun- 
geons. But don’t expect killing to be as easy as 
clicking on them over and over until they drop in 
a easily lootable heap. For starters, Turbine 
tossed a bit of vertical variation into the mix. Not 
all monsters are the same height, so the old 


sword-fighting standard of aiming every slash at | 


your own waist level is fairly pointless. The com- 
bat engine allows players to choose their target— 
low, middle, or high. In auto-targeting mode, a 
character will turn to face the closest available 
enemy and start attacking as soon as a swing 
height is chosen. And just as in real life, it’s rarely 
a good idea to go digging through your posses- 
sions in the middle of a fight—there is a signifi- 
cant delay while re-sheathing the current 
weapon and drawing another. 

Needless to say, not all combats will turn out 
well for the good guys. In case of untimely 
demise, a luckless character will be revived at his 
starting point or designated resurrection spot 
with weapons, armor and items intact. However, 


on death, a character’s single most valuable pos- | 


session, along with a portion of his gold, is left 
on the field of battle. To prevent the loss of a 
truly necessary piece of equipment—almost 
always expensive, and often difficult to obtain— 


the character may purchase and carry something 


slightly more costly but otherwise useless. 
Jewelry is a common form of “insurance”. 
Admittedly, it seems rather redundant for 
Microsoft to stress the role-playing aspects of 
Asheron's Call. The showpiece is its unique alle- 
giance structure. Players who enjoy the political 
aspects of online gaming can declare themselves 
a patron and ask other players to join their alle- 
giance. For each character who pledges loyalty 
to that allegiance, the patron gains a rating 
point, and receives a small experience bonus 
whenever their new vassal kills a monster. If the 
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All characters start off "good" (and therefore, 
safe), but can perform a summoning quest to 
become player-killers 


Another beautiful sunset on the island of Dereth 


vassal later decides that he would also like some 
underlings, a new tier can be created within the 
allegiance, and both the vassal and his patron 
will receive experience and points from the new 
group of recruits. 

Sound like Amway? Well, yes. And this begs 
the question of why anyone would want to be a 
vassal, when the only built-in rewards come from 
being a patron. That’s where role-playing comes 
in. Would-be leaders have to make their alle- 
giance attractive to potential vassals. Free armor, 
game orientation training, a shared cause, a 
magical secret—the hook could be practically 
anything. But the virtual life of such a patron will 
probably be fairly difficult, as vassals can leave 
at any time, taking rating points and any of their 
own underlings with them. The most powerful 
leader on the island can suddenly become Joe 
Schmuck overnight if he doesn’t continue to 
please his minions. Politics, in-game or out, is no 
place for the weak. 

Another player-controlled aspect of the game 
will be the spellcasting system. Dereth’s magic is 
composed of several components: spoken sylla- 
bles, ritual gestures and material reagents. When 
combined in a certain order, components can 
Cause a magical effect. The catch is that each 
potential spell has only a certain amount of 
power. The more people who are casting the 
spell, the less power each individual enchant- 
ment has. If, however, only a single mage knows 
the secret combination of components, she can 
use the spell at full strength. She'll also probably 
be inundated with would-be apprentices offering 
their allegiance in return for the recipe. 
Decisions, decisions. 

While competitive on a feature-by-feature 
basis, Asheron's Call will be entering a market 
already teeming with established online games. 
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Many of its potential players are currently occu- 
pied with U/tima Online or EverQuest, and others 
may be holding off in anticipation of upcoming 
titles such as Middle Earth. Unlike traditional 
computer RPGs, which are generally played to 
completion and then discarded in favor of the 
next ‘shiny thing” to hit retail shelves, massive- 
ly-multiplayer games are played for months at a 
time, often consuming huge amounts of a user’s 
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Gabriel Knight III: 


excellent puzzle-solver. Most of Gabriel’s facets, 
though, are a little more physical—all several 
hundred of them. You see, he’s about to become 
a poster child for polygonal adventure heroes in 
Gabriel Knight Ill: Blood of the Sacred, Blood of 
the Damned. 

Until recently, the only 3D characters seen in 
adventure games were action heroes like Lara 
Croft. The heroes of non-action adventures were 
merely 2D sprites on a 2D background, or unseen 
manipulators of a realistic rendered world. Then 
Sierra, who for better or worse had once intro- 
duced the genre to full-motion video, announced 
their intriguing new concept—a 3D version of the 
traditional, puzzle-based adventure game. And 
not just 3D, but a new Gabrie/ Knight title, to 


Part of the game will be played as Grace, Gabriel’s 
long-suffering sidekick 


It’s nice to see that the trademark Knight sarcasm 
is still around 
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personal life and making participation in a sec- 
ond game fairly impractical. The open-ended 
and social nature of these virtual worlds tends to 
encourage long-term commitment, as friend- 
ships are developed and reputations are built. 

So will users really be willing to ditch their 
social standing and give up their hard-earned 
house in U/tima Online, or the 60 platinum 
pieces which took months to acquire in 


he EE Eo 


Blood of the Sacred, Blood of the Damned 


Gabriel Knight is a man of many facets. He’s a bookstore owner from Louisiana, a best-selling novelist, a castle 
owner and a former werewolf. He's the last member of the noble Ritter family. He's a Schattenjager—or Shadow 
Hunter—which is a sort of hereditary supernatural detective. He’s pretty good-looking and unfortunately knows it. 


Considering his way with women, he may very well be the man your mother warned you about. He’s also an 


boot—the latest in a series which had accumulat- 
ed “Game of the Year” awards for both previous 
titles. Amidst much anticipation, and not a little 
controversy (more on that below), Gabriel's 
designer started work on the project. 

It appears Gabriel Knight II! will have a solid 
story to accompany its new technology. Gabriel 
is heading for France to recover the kidnapped 
child of an exiled nobleman. The trail will quick- 
ly lead him to Rennes-le-Chateau, a small town 
with an ancient secret, and to the unsettling sus- 
picion that vampires might be involved in the 
child’s abduction. Over the course of the game, 
he'll discover that the kidnapping is only a small 
part of a much larger plot, and that both are 
intimately tied to the town’s mysterious riddle. 

As usual, designer Jane Jensen is weaving a 
generous thread of actual history into her latest 
virtual creation. Rennes-le-Chateau is a real 
town, and its puzzle has tantalized treasure- 
seekers, scholars and clergy for centuries. 
Rumors about the area range from biblical con- 
nections to hidden Visigoth treasure to a lost 
cache of Knights Templar booty. 


RELEASE DATE 


EverQuest, just to move to a new world and start 
all over again? The answer will probably remain 
a mystery until late this fall. —C. V. 
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The game includes an Eavesdropping command, 
for just such occasions 


According to Jensen, the enigma seems 
almost tailor-made for use in an adventure 
game. “I picked up a book in ‘96 which 
attempted to answer the question of ‘what is 
buried in Rennes-le-Chateau, and where is it 
buried’ by putting geometrical figures—squares, 
circles, etc.—on a map of the area, based on the 
authors’ best guess about the ciphers and rid- 
dles associated with the mystery. When | saw 
that, it clicked that this mystery was really about 
puzzle solving, and | thought that A) it would be 
fun to try my hand at cracking the riddles, and 
B) this would be a great set of puzzles for an 
adventure game audience to solve as well.” 

In order to give players a feeling of being 
part of this historical hunt, Jensen is including as 
many of the actual “clues” as possible—from 
documents to legends to carefully recreated 
geography. One problem, though—aside from 
the basic fact that there is no “known” solution 
to the Rennes-le-Chateau mystery—is that many 


There are plenty of people to chat with in Rennes-le-Chateau, but not all of them will respond to that New 


Orleans charm 


Last year, 
defending the 


Commonwealth 
was the biggest 


Challenge for 
gamers. 
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And what’s a possible-vampire game without a 
picturesque graveyard? 


Players can choose between a variety of pre-des- 
ignated camera angles 


of the real riddles associated with the area are 
almost impossibly cryptic. So Jensen and her 
team had to take a few liberties in the best inter- 
est of gameplay. 

“| had to make the solution something that 
the player could find without an abundance of 
frustration,” she says. “So | took one of the rid- 
dies associated with the mystery—Le Serpent 
Rouge—and modified it. It still has the flavor 
and some of the phrasing of the original piece, 
but it is altered so that it walks the player 
through putting shapes on the map, one little 
baby-step at a time, to solve the mystery.” 

“The bottom line is that | wanted to give the 
player the experience of Rennes-le-Chateau— 
that sense of weirdness and spookiness and even 
‘shockingness’ about the mystery, and to let 
them have the experience of getting deep into 


- the treasure aspect of the mystery and the sense 


of accomplishment in ‘solving’ it. Is my solution 
the correct one? Well, | don’t have any illusions 
that it is, but | can say that it makes at least as 
much sense as most of what I’ve read about RLC, 
and | think | did find some interesting little tid- 


ay 


The game’s 14 levels include an ornate palace, 
streets and rooftops of the city, magical ruins 


floating through the sky, ancient astronomical 


temples, and this giant dirigible 


5 
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Inventory will be projected over the main interface, so players can still see what’s going on while check- 
ing their stuff 


bits in working through all this that | haven't 
seen published before.” 

As with Gabriel Knight Il, players will have the 
opportunity to control both Gabe and his 
research assistant/love interest Grace Nakimura. 
This time around, though, additional help will be 
available in the form of SiDney, the 
Schattenjager Informational Database. Gabe’s 
handy computer-within-a-computer will pro- 
vide helpful tidbits of Shadow Hunter lore, as think what the audience appreciates about the 
well as processing clues which will be found over _ series—the story, characters, and puzzles—has not 


| as his “second cult”. The first, of course, are fans 

| 

| 

| 
the course of the game. Fans of the original | really strayed far from the original game.” 

| 

| 

| 

| 

i 


of The Rocky Horror Picture Show.) 

User feuds aside, Jensen says that there was 
little doubt that the series would move away from 
FMV. “This is a high-tech industry, and high-tech 
simply does not stand still... adventure games 
are not cheap to develop, and if you’re going to 
put the money into making one, it had better be 
cutting edge technology. On the other hand, | 


Gabriel title will be pleased to know that The big question, though, is whether even a 
Detective Mosely is also returning, in all his fascinating mystery and a shiny engine can 
lumpy glory. attract new gamers to the adventure fold. A lot 
Although most gamers would rather gnaw off more is riding on Gabe’s success than just a kid- 
their own legs than sit through another full- napped baby and a few developer bonus 
motion video adventure, some of Gabriel checks—this title may very well determine the 
Knight's veteran fans have been unaccountably future of adventure games at Sierra. Commercial 
vocal about the switch to 3D. According to failure, for whatever reason, says Jensen, “would 
Jensen, many of the dissenters became attached confirm, for both designers like myself and for 
to the actors who portrayed Gabriel I's main game development companies, that story is not 
characters, and are disappointed that Sierra has what the industry is about, and so we would be 
replaced them with animated polygons. Other unlikely to continue to try to pursue those kinds 
players, however, are thrilled by the retum of of projects in the future.” —C.V. 
Tim Curry to the series, reprising his role from per oRe 
the first Gabriel title. (Curry, who brought the — . MRePW-i: K NICE 
reluctant Schattenjager to sarcastic, drawling life | GENRE 3p adventure 
in the early days of CD-ROM games, reportedly 
refers affectionately to the dedicated Gabe fans 


i 
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Prince of Persia 3D 


Jordan Mechner was making best-selling games long before the likes of John Carmack and John Romero entered 


the action scene. A number of his creations have aged quite well—two dimensional side-scrollers that still have 
what it takes in the gameplay department despite their relatively retro visuals. Many long-time computer gamers 
remember his first published success Karateka, a martial arts action/adventure set in feudal Japan, and his later 


Prince of Persia titles are still on the store development team hope to recapture that old 
shelves today (albeit in bundled format). After Mechner magic? 

a six year hiatus, Mindscape has finally decid- “The one thought that was always in the back 
ed to revisit Mechner’s Arabian Nights setting of our minds was to make sure this game still felt 
for a third installment in the Prince of Persia and played like a Prince of Persia title,” says 
series, but can a flashy 3D engine and a new lead designer Todd Kerpelman. “Way early when 


the product was just starting off, we toyed with 
the idea of taking it in different directions— 
either making it more of a combat game with 
dozens of spells and magic inventory items, or 
making it more ‘platformy,’ a /a Crash 
Bandicoot. In the end, though, we rejected those | 
ideas because neither one felt like Prince of 
Persia. Whenever | was stuck with a design prob- 
lem that | didn’t know how to fix, the first thing | 
would usually do is start up Prince of Persia and 
see what Jordan did.” Mechner is not, in fact, 
completely disassociated from the project—he 
co-wrote the story and has assisted the team as 
a consultant on various design issues such as 
camera control and gameplay consistency. 
Watching the game in action at Mindscape’s 
Novato headquarters, it is difficult to avoid a 
feeling of deja vu. In terms of raw concept, the 
game does not stray far from its roots. The 
royal protagonist once again finds himself fac- 
ing a diabolical enemy intent on depriving him 
of his true love, the Princess. Like the original 
game, the Prince begins the game unarmed in 


Like its predecessors, Prince of Persia 3D features 
traps with a certain... visceral appeal 


a dark dungeon, and must find a sword and 
work his way up and out of the palace. Unlike 
the original game, there will be other weapons 
to find in addition to the scimitar—a quarter- 


staff, paired fighting blades, and a bow—which 


will allow for a greater range of fighting styles. 
The quarterstaff has more reach and does more 
damage than the scimitar at the cost of 
reduced attack speed. The fighting blades are 
wickedly fast, but have almost no range at all. 
The bow excels at taking out solitary unwary 
targets, but the lengthy reload time (longer 
than that of Thief: The Dark Project) makes it an 
inefficient weapon. The bow also serves as a 
puzzle tool—mundane arrows can be used to 
trip distant levers and switches, and magical 
arrows can be used to freeze otherwise impass- 
able bodies of water. 

Combat is an important element in Prince of 
Persia 3D, even though the majority of game- 
play is comprised of exploration and puzzle 
solving. Once the Prince draws a weapon he 
enters “combat mode.” Movement is restricted 


Some puzzles will involve moving objects such as 
this box 
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The potion drinking animations are vintage Prince 
of Persia 


to a slow walk (no jumping), and the Prince 
automatically reorients himself to face his 
opponent. The controls are simple (there are 
keys for left, right, and overhead attacks, plus 
block) and place an emphasis on timing and 
parrying rather than on button mashing. There 
will be some special moves and finishing blows, 
Kerpelman explains, but he assures fans there 
won t be any 10-hit strings or ridiculously com- 
plex secret moves to remember. 

Perhaps the biggest adjustment—for both 
players and the design team—is the move toa 
fully 3D environment. Capturing the feel of the 
previous two games’ movement and gameplay 
while retaining an intuitive control scheme has 
been a constant design challenge, according to 
Kerpelman. Placing traps (one of the staples of 
the past titles) highlights a number of difficul- 
ties, such as the fact that the player’s view of 
the environment is limited to what the Prince 
can see. 

“In the old Prince of Persia games, there were 
a fair number of puzzles along the lines of ‘If 
you step on this collapsing floor, it will land on 
that pressure plate one floor below, which will 
open up the gate one level above you.’ In a 3D 
game, with the camera usually being limited to 
what the Prince sees, the layouts of these puzzles 
have to be changed to make sure the player 
understands cause and effect within the game.” 
Camera movement helps address the issue to 
some extent as well, and the team has been 
working with Mechner to impart a cinematic feel 
to the camera. At times the player’s view will 
zoom in to highlight scripted sequences or to 
illustrate level objectives. The player will also be 
able to take control of the camera (by default it 
searches for the best viewing angle, a /a Tomb 
Raider) at will to examine the Prince’s surround- 
ings more closely. 

The movement of the Prince character has 
received the lion’s share of the design team’s 
attention, and with good reason—realistic 
Rotoscoped movement has been a defining 
quality of past Mechner titles. Prince of Persia 
3D will not use Rotoscoping; the animators use 
video as a reference, but do the animations by 
hand. Apparently the staggering number of 
animations (over 400 for the Prince alone, and 
still growing) made Rotoscoping unfeasible, 
largely because of time constraints. The anima- 
tions are quite impressive nonetheless, all the 
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Battlezone II 


more so for their variety. The Prince has differ- 
ent animations for running up and down stairs, 
swinging from ropes and ledges and a variety 


The double blades are fast, but lack the reach of the sword 


of spectacular combat moves. 
A large part of the attraction of Mechner’s 
past games is derived from how they “feel” to 


Activision's Battlezone is arguably the best of the real-time strategy/first person action hybrids, owing more to 


Bullfrog’s classic Magic Carpet than its namesake, Atari's ancient vector graphics tank game. But the restless mar- 


ket stands still for no game, so it’s time for a sequel. 


“I look back at Battlezone and it really has stood up well,” says Andrew Goldman of Battlezone II developer 


Pandemic Studios “But then you look at Battlezone II and you can see the benefits in doing a major upgrade to the 


engine. | haven’t seen any other engine that can do all of the things that ours can do and that looks nearly as 


good. In this business, | think you have to keep 
reinventing your technology or you'll look and 
play like yesterday's games.” 

Battlezone II does look a lot sharper, with a 
greater viewing distance and noticeably more 
polygons. It uses Intel’s multiresolution mesh 
technology to scale the number of polygons 
displayed in an object based on its distance 
from the viewer. The game’s out-of-this-world 
environments are an ideal milieu for its fancy 
lighting, from the brilliant weapons effects and 
explosions to the subtleties of the sweeping 
beams from a vehicle's headlights. The game’s 
engine isn’t entirely new. “We developed it out 
of some derivatives of the Dark Side engine 
from Heavy Gear II,” explains Activision pro- 
ducer Matt Candler. “But we wrote a lot of new 
stuff, most of the animation systems and most 
of the pathing. All the terrain systems are all 
brand new.” 

The sense of scale has been reworked, too. 
You'll feel a lot more vulnerable when you step 
out of a vehicle. When you're on foot, tanks are 
more intimidating and the buildings look huge. 
Native life forms, which are pretty easy to blast 
from inside the comfort of a scout tank, sudden- 
ly look a lot bigger and more menacing when 


you re hoofing it. You'll be able to enter some 
buildings to access terminals and reconfigure or 
reload your vehicle. There are also some tunnels 
big enough for vehicles to drive through and 
perfect for hiding. 

Candler also hopes Battlezone // will be more 
accessible than the first game, which had a 
smooth and refined interface but a fairly high- 
pressure learning curve. “With the second mis- 
sion you played, you were getting invaded,” he 
says. ‘We want to give people a better ramp up 
to bring them in more gradually.” One way 
they’re doing this is by adding more voiceover 
instruction and communications during game- 
play. Base building will be made easier by 
showing a larger overlay of valid places to con- 
struct structures. Also, the biometal you need to 
build units isn't scattered over the maps in large 
fields—it’s concentrated in veins that look like 
bright silver pools. 

There won't be any pilot management either. 
“We wanted to get away from the limitations of 
the first game, like pilot and resource limita- 
tions, and just let people go crazy,” he says. 
“We want to allow build queues, too. The idea is 
to have less micromanagement.” 

Battlezone II begins on Pluto, but then 


AANA AANA DAANANAR NA AAAAAAAAAAAMAIAMARNAANAANAAMANAMAE 


play—not an easy attribute to quantify, espe- 
cially in regard to a work in progress. Prince of 
Persia 3D shows promise in this area, but we 
won t know for sure if it lives up to its heritage 
until later this year. —B.S. 
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GENRE 3p Action Adventure 
PUBLISHER Mindscape 


RELEASE DATE all 1999 


Ka-whoom! 


moves beyond the solar system to fictional 
locations such as the ice planet Bane, the lava 
planet Rend (with asteroids flying through the 
sky overhead), the swamp planet Mire (which 
looks like something ripped from the cover of a 
Yes album) and a city world called Core that is 
covered with urban environments. These 
worlds will have ancient ruins with artifacts 
inside that give players new technologies and 
weapons. Many will have hostile native life 
forms, which may force some players of the 
first game to change their ways. “One of the 
favorite tactics in Battlezone was jumping out 
of the vehicle to snipe,” says Candler, “and 
now it’s going to be a little bit more haz- 
ardous. There are animals in the environments 
who will come up and eat you. You have to be 
careful where you jump out.” 

Unlike the first Battlezone, the differences 
between planets won't be merely cosmetic. 
“Environments will have a huge impact on 
gameplay,” says Goldman. “Tracked vehicles 
can’t get across water, walkers go under water, 
hover vehicles may not have the thrust to get up 
really steep slopes.” At one point, Battlezone I! 
included submarine vehicles for underwater 
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Ruins abound; you'll be able to enter some of them to recover useful alien technologies 


The dingey world of Mire offers up plenty of chances to show off the game’s lighting effects 


Not as zippy as a hovercraft, walkers have been 
completely reworked for the sequel 


You'll still be able to get out of your vehicle and 
wander around, but be wary of the new wild 
creatures looking to make a lunch out of you 


combat, but those plans were dropped. 
However, walkers may still have to fight while 
they're standing on the bottom of a lake. “Add 
in things like the ability to build and destroy 
bridges, and you've brought the strategy of the 
game to a whole new level.” 

The physics models will distinguish the differ- 
ent types of vehicles. Hover vehicles will feel 
familiar to players from the first game. There will 
still be walkers, which are basically bipedal 
mechs, but their animation and physics have 
been completely reworked; their movement is 
now rendered with a skeletal animation system. 
Some of the heavier vehicles, like the assault 
tank, will be tracked, so they'll move much 
slower. Finally, the armored personnel carriers 
and bombers will be flying vehicles. 

But the most dramatic new vehicles will be the 
alien units, which look like something halfway 
between fish and dragonflies with wings/fins 
sprouting from all angles. “The aliens can morph 
their vehicles,” says Candler, showing off a 


Terminator 2 kind of effect as a hovership flows B A OA 

like liquid into its new shape. “Rather than ing. The engine and graphics just createaset- = GENRE 3p Action Strategy 
building a whole bunch of vehicles, they only ting, but the story answers the question ‘That’s a 

have four different ones that they morph [into], cool engine; why should | play it?’” —7.C. PUBLISHER activision 
depending on battle conditions.” The aliens, RELEASE DATE summer 1999 
called Furies, have a scout, a standard tank, a 

scavenger for resource gathering and an artillery a ORG Poet Ge te £ et eee 


vehicle, each with unique modes. 

Battlezone II takes place thirty years after the ; , 
original game’s 1969 alternate history. The | Rainbow SIX: Rogue Spear 
Soviets and Americans from the first game have 
patched up their Cold War differences to track 


down an alien race in another galaxy. Eight mis- —_—_ of two new kinds of FPS: the real-world kind, and the kind that mixes real strategy or tactics in with the action. It 
sions into the 25-mission campaign, the story- 
line will branch so the player can throw in his lot was, however, a hybrid that many gamers took strongly to, and one that sold well, so it’s hardly a surprise that 


with the aliens or the humans. “We wanted a 
richer storyline to give you a proper perspective 


Last year’s Rainbow Six was one of the first of a new kind of first-person shooter... actually, it was one of the first 


we re seeing a sequel, Rogue Spear. 


in the world,” explains Candler. “In [the first] You'll again take charge of RAINBOW, a cover a range of mission types, from direct 
Battlezone, you never really had a protagonist. highly-trained multi-national anti-terrorist assaults to hostage rescue and surveillance. 
But we wanted to build a storyline around you, a unit facing a tougher threat: must stop them Rogue Spear is an evolutionary product, not 
central figure who's a young recruit. Psycho- _ from wreaking. Red Storm says the game, a completely new style of game but not a glo- 
logically, that gives youa reason to keep play- —_—s played across 18 missions in 16 locales, will rified mission pack either. All in all, the game 
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has about 50% new code, although some por- 
tions have been almost completely rewritten 
(the rendering engine, for instance). It’s also a 
game of tweaks; taken alone they may not 
seem like a lot, but put together they should 
enhance the game quite a bit. 

Perhaps the major effort of the team was to 
improve the game's accessibility. They've 
worked a lot to make the user interface 
friendlier, and to make information transfer 
clearer. In some cases this is simple—color 
coding, for instance—while in others it’s dras- 
tic (especially a complete restructuring of the 
planning interface). They've added a sniper 
skill, and a whole package of sniper support 
is being developed too, ranging from new 
RAINBOW specialists through sniper weapons 
to special planning and action phases for the 
snipers (if you've read the book, you know 
how important they can be). You can now 
“waddle” while crouched, or run hunched 
over; in addition, you'll be able to peek 
around corners. 


~ RAINBOW gets to enter full combat zone 


If this guy looks a little stressed, just put yourself in his boots 


People shot will have a number of death 
and injury animations, and bodies will now 
conform to the ground. Hit someone in the leg, 
and you'll see him limp. Rainbow Six had some 
120 motions, but Rogue Spear has 400. 

You'll now be able to select (where appro- 
priate) the type of ammunition your teams 
load, and will have to worry about variable 
power (bullets fired from a distance won't 
arrive with the killing power they have at short 
range). Penetration is finally taken into 
account—now you'll have to worry if that shot 
of yours will go through the terrorist and kill 
the hostage too. 

If you're a strategy fan who avoided the 
first game due to the 3D action portion, 
you'll be happy to know that you can play 
just the planning portion and watch your 
operations as they re carried out without 
having to participate yourself. In the earlier 
game you had the option to replay missions 
you d completed as training, but they will 
now let you replay those missions in Terrorist 


Hunt or Lone Wolf modes. 

The Al is being tweaked to prevent team 
members from getting stuck, terrorists and 
hostages will have a greater range of respons- 
es, and many in-game effects (from wounds 
and object damage to visual representations 
of grenades, weapons, and flashbangs) will be 
improved. One really nice feature they re 
working on is a replay: record your mission, 
then replay it from the perspective of any 
team member, terrorist, or hostage. In the 
book RAINBOW members had such tools in 
training, but you'll be able to use it in your 
“real” missions too. New weapons and equip- 
ment, weather effects such as snow and rain, 
joystick support and multi-player arm patches 
round out the features planned for the game, 
currently due this Fall. —S.U. 
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Trouble at the Met 


Somehow | don’t think these guys are here to per- 
form Wagner . | : 
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Soldier of Fortune 


In the wake of the Columbine tragedy, violent games in general and 3D shooters in particular are receiving a good 
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deal of scrutiny and no small amount of negative press. Ken Hoekstra, project administrator for Raven Software’s 


ultra-violent Soldier of Fortune, declined to speculate on the possible repercussions of the public’s heightened 


sensitivity to digital gore, but it is apparent that at least some minor 
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Multiple skin pages on each model will allow for a 
large degree of variation, even between characters 
that use the same model 


The GHOUL modeling engine sports a number of 
interesting features, such as the ability to place 
light sources inside models (note the helicopter) 


26 different “gore zones” and bolt-on models 
(such as the hat that is being shot off this poor 
guy’s head) will make for extremely realistic reac- 
tions to damage 


waves or doubt are lapping at the public rela- 
tions shore. Despite the Wisconsin developer's 
solid track record and the game’s obvious 
appeal, the game wasn’t shown publicly at the 
recent Electronic Entertainment Expo; however, 
the game did make an appearance behind 
closed doors and current reactionary sentiment 
aside, it was the sleeper hit of the show. 

If the title sounds familiar, you may have 
caught a glimpse of the game's namesake and 
license-holder Soldier of Fortune magazine. 
Catering to the international mercenary crowd 
(whomever they may be), the magazine sand- 
wiches features on political hotspots and “how 
to” articles (such as “Terrorism 101”) between 
mail order ads for barely legal weapons and 
male growth hormones. 

The game is based on a heavily modified ver- 
sion of the Quake // engine. It casts players in the 
role of an international mercenary for hire, trav- 
eling the globe on a quest to eliminate an inter- 
national terrorist organization. The game’s 25- 
30 levels will take the player to North and South 
America, Japan, Russia, Africa and parts of 
Europe as it spins a story based on the ram- 
blings of a professional author and a real life 
mercenary (and former member of Delta Force) 
that Raven is consulting for the project. A cus- 
tom scripting language will allow for in-game 
cinematics and an action movie ambiance as the 
player interacts with enemies, non-player char- 
acters and even friendly mercenaries (who will 
occasionally fight with you). 

The story is merely window dressing for 
Raven's hyper-realistic 3D engine—an engine 
that is perhaps a little too real. The centerpiece is 
the new GHOUL model system. They do not look 
any more impressive than those in, say, Team 
Fortress 2, but Raven proves that looks are not 


everything. “GHOUL allows for 26 different ‘gore 
zones that allow us to convey the effects of bul- 
lets and explosions on the human body,” 
explains Hoekstra. “If you shoot an enemy in the 
groin, he will double over in pain and scream for 
his mother... just like in real life! Or so I’m told.” 

Aside from stirring up censorship advocacy 
groups, GHOUL will allow for an unprecedent- 
ed level of combat complexity. Players will be 
able to shoot the guns out of opponents’ 
hands or the grenades off opponents’ belts, 
assuming they are skilled enough to’hit such a 
small target. 

One shortcoming shared by most 3D shoot- 
ers is the ‘clone syndrome.” Only so many 
models can be used in a given game, but 
repetition of character models—especially 
those depicting human characters—can be a 
little disconcerting. Soldier of Fortune offers 
an interesting fix for the problem—the engine 
supports over 100 skin pages on three differ- 
ent model sizes. In addition to detailed dam- 
age skins, models will feature a number of 
variations on basic appearance, allowing 
mixed crowds to be represented with a single 
character model. The game’s environments 
will receive the same GHOULish attention to 
detail—the engine allows for a high degree of 
interactivity and destructibility, and Raven 
has added their own terrain engine to the 
Quake II framework to make open, realistic 
terrain a feasible level design option. 

Weapons in the game will largely adhere 
to a realistic aesthetic—of the approximately 
12 firearms that the game will include, most 
are based on actual weapons. A few theoreti- 
cal weapons will also be included (the proto- 
type microwave pulse gun is particularly 
nasty) to liven up the mix. Multiplayer will 
include the requisite deathmatch, as well as a 
few interesting variations such as “Assassin” 
(everyone hunts a specific player) and 
“Arsenal” (use all of your weapons to score a 
kill and play for points). 

Whatever political criticism might accom- 
pany Soldier of Fortune's release, it is clear 
that Raven plans to back controversial con- 
tent with solid game features. —B.S. 


Players will be able to lean around corners and even 
switch weapons hands to line up that perfect shot 


GENRE 30 Action 
PUBLISHER activision 


RELEASE DATE fall1999 


SAWV9D YALNdWOD 


6661 YAdgWAlddS - 


Ov 
.o 


a, 
[ ap 
p ss 
nope 


COMPUTER GAMES * SEPTEMBER 1999 


~ 
oO 


SARE 


Theme Park World 


With Theme Park World, Bullfrog revisits the, err, theme first explored with their own Theme Park and more recent- 


e Icons above vistors’ heads give you an idea of what their thoughts are focused on; looks like folks aren't 
_ happy about their wait for a ride—better do something about it! 
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ly with RollerCoaster Tycoon. The most obvious change for this all-new version is its 3D visuals (with the requisite 


hardware support), but they also have a few more surprises up their sleeves. Yes, the game will retain much of the 


management aspects of the original but streamline the more 


tedious micro-management elements and 
offer other refinements, like an enhanced 
user interface. 

For fans of the original, the new game has 
retained the game’s decidedly cartoon-y visual 
style; however, for Theme Park World, they've 
taken it into the realm of the surreal. But the 
game’s focus is still on designing and running 
the best theme park, which includes juggling 
the day to day duties of operation, including 
managing admission rates, personnel, ride con- 
ditions and keeping your patrons happy. 

The game will have four distinct themes: Lost 
Kingdom (quake in your boots, Spielberg), 
Halloween, Space, and Nursery Rhyme. In total, 
players can build 100 rides, ranging from go- 
karts and water-rapid rides all the way to the 
ultimate: roller coasters. 80 of these rides will 


W AR 


Combat Mission 


require some form of research, which will also 
allow you to upgrade rides with better reliabili- 
ty and more features. The plan is to make the 
coaster designer extremely detailed, allowing 
rides that include loops and banking turns. 
Still, the team is working to make it easy to use 
(no hours spent engineering a coaster), and will 
use “splines” to curve your coasters nicely with- 
out forcing you to put in every degree of 
change by yourself. Also, while rides are based 
on real-world rides, they won’t be perfectly 
constrained by realism, so expect some wacky 
side effects. 

The most titillating aspect of Theme Park 
World, however, is the ability to visit the park 
and rides through the eyes of the patrons. Ride 
the coaster or bump around in bumper cars all 
through the eyes of your guests. While wander- 


Combat Mission is the flagship title for new wargame publisher Battlefront.com. 
Developed by Charles Moylan and Big Time Software, the game started out life as 
Avalon Hill’s Computer Squad Leader, and those familiar with that board game 


family will see some similarities: in its initial form, the game covers tactical combat 


during World War II in Western Europe (basically, from D-Day through the end of 


the war). You'll command armored vehicles, 
groups of men, ana variety of weapons as you 
fight out the scenarios and campaigns of the 


game—so far, so familiar, right? 
Things change, however, as soon as you look 
beyond the basic setting. A lot of documenta- 


And overhead view... 


...and a visitor’s-eye view of a horror-themed park | 


ing around or experiencing a ride in a first per- 
son perspective isn t a prerequisite for game- 
play, having the option could be a potential 
roller coaster ride of fun. 

Theme Park World will also include online 
services like downloading and visiting other 
players’ parks. In any particular week, the most 
popular online park will become the “chat 
part”, an online park you'll be able to drop into 
and chat with other players in for the week. The 
game will allow you to take a quick snapshot of 
your park in a postcard format, which you can 
then email to friends and associates, and 
Bullfrog will offer free downloads ranging from 
new models and concession business through to 
whole new rides. 

This Theme Park could have all the goodies 
to make it a hit, but it’s all speculation until 
opening day on a store shelf near you. 
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tion from Battlefront.com principles Steve 
Grammont and Charles Moylan starts out, 
“Before playing Combat Mission forget every- 
thing you have ever learned from wargames of 
the past.” One of the more obvious reasons for 
this challenge is the game’s 3D nature; while you 
can view your tactical battle from a traditional 
overhead view (and in this mode the maps look 
very reminiscent of Squad Leader), you can also 
shift the camera into a variety of 3D views, from 
angled high above the battlefield to down at 
ground level, literally in the weeds with your 
soldiers. Here the game makes you feel like 
you're playing a tabletop miniatures game, 
albeit one with gunfire and explosions. The 3D 
isn’t just for eye-candy, either—it’s extremely 
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important to your tactical planning. Drop 
down to ground level, and it’s obvious that 
that M7 Priest can't directly see the target, so 
you move the viewpoint up a hill to find the 
best place for a spotter. 

Despite the look, the game is not a simula- 
tor like M7 Tank Platoon II. At the basic level, 
three soldiers in a group on a screen repre- 
sents a squad 7-12 men—rather like the figures 
on a squad counter in Squad Leader. About 
the only time one figure represents one man is 
when a unit’s literally down to its last man 


(don’t expect great things of him, either). 


Buildings, however, are specifically modeled, 
as are vehicles, and the underlying terrain 
relief is built upon 20 by 20 meter grid 
squares (although unit positions are calculated 
down to 2x2 meter squares). 

Combat Mission uses a turn-based, simulta- 
neous execution system that gives both the 
benefits of turn-based’s contemplation of your 


Deploying for battle 


Sinistar Unleashed 


Remakes of classic arcade games generally fall into two categories—graphically beautiful offerings that attempt to 
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Advancing down a snowy track 


move and real-time’s fluidity of battle. You 
plot your orders for the following turn, then 
hit a button and watch as 60 seconds of your 
battle play out. Because this information is 
recorded, you can replay it as many times as 
you wish, moving the camera about the bat- 
tlefield as you do and thoroughly absorbing 
all the events. One issue with previous games 
using simultaneous execution is what happens 
when an unanticipated event comes up during 
the period you're out of control. In part the 
team solves this by choosing the length of turn 
they do—you're never “out of command con- 
trol” for very long. Still, on a tactical battle- 
field 60 seconds can be a long time, so they re 
also working in layers of Al for your units. 


catch a ride on the coattails of nostalgia (Activision’s Asteroids), and dramatic revisions that leave nothing 


untouched save for the original game’s name (Activision’s Battlezone). 


Sinistar Unleashed falls into the first category. 
Developed by GameFx, the game revisits the 
1983 Williams classic arcade game that pitted 
players againsta host of enemies seeking to 
build the deadly Sinistar. Heavy ordnance (in the 
form of “Sinibombs”) was required to complete 
this task, and players could arm themselves by 
mining Sinisite crystals from asteroids. The 
arcade game was one of the earliest to use digi- 
tized speech—as the player rushed about the 
game world, the voice of the Sinistar would utter 
ominous phrases such as “| hunger!” and 
“Beware, Coward!” 

GameFX has recreated much of the original 
arcade gameplay in Sinistar Unleashed, deliv- 
ered in an incredibly attractive, hardware-only 
3D wrapper. Intricate insect-like ships and stun- 
ning space vistas make it a very pretty wrapper 
indeed, with nothing but a Glide or Direct3D 
compatible 3D card as the price of admission. 


The player will be able to select from six fighters 
and fight against 25 different enemy ships, 
including the fearsome Sinistar itself (who once 
again has managed to snag a speaking role in 
the game). Crystals can be mined to power any 
of nine weapons, and a number of power-ups 
will help give that extra kick that players will 
need to make it through the game's 24 single- 
player levels. Sinstar Unleashed will also feature 
built-in force feedback support and a multi- 
player mode that allows up to eight players to 
face off via LAN. 

Our advice? “Run, run, run!” —B.S. 
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Even in the alpha we played for this preview 
the “tactical Al” had units fire upon appropri- 
ate threats or seek cover when they came 
under fire. 

Some of the nitty gritty includes things like 
airstrikes and off-board artillery, command 
and control via headquarters units, armor 
penetration, editors, campaigns and many 
more details. And this merely scratches the 
surface of what looks to be a very involved 
tactical combat system. —S.U. 
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“Run, coward!” 


The player’s ships are a bit more detailed than the _ 
unadorned triangle of the original arcade game __ 
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~-Steve Bauman, Computer Games Strategy Plus 


“As rated by Computer Gaming World and PC Games. 
Check it out at www.talonsoft.com or call 1-800-211-6504 to pre order 
Copyright © 1999 by Sir-tech Canada Ltd. All rights reserved. Jagged Alliance™ is a registered 


trademark of 1259191 Ontario Inc. TalonSoft™ is a registered trademark of ‘TalonSoft Ince. | oe 4p Tf £g MON on 


TalonSoft is a subsidiary of Take-Two Interactive Software Inc. 


oe saacuaranaunnenenttaee 


a ae eT aa eT Lh Mn 
; 


The Sims is his latest title and it’s something of an 
enigma, hard to classify and even harder to 
explain. Wright has described it as a real time 
strategy game in the home, SimCity meets 
Tamagochi, a spreadsheet for lifestyles and a strat- 
egy game that appeals to girls as well as a game 
about domestic dynamics that appeals to boys. 

“The Sims used to be a big design challenge 
for me,” he explains, “but now it’s tuming into a 
marketing risk. I’m finding it’s very hard for 
people to come up with a reasonable idea of 
what this game is.” Indeed, if there’s one thing 
you can say about The Sims, it is this: here is 
something new and unique. 
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For Wright, game development has always been 
an ongoing organic process just as prone to sud- 
den and dramatic revolution as it is slow and 
careful evolution. For instance, the original 
SimCity grew from one of his first games, Raid on 
Bungling Bay. “[It] was a kind of helicopter 
shoot-em-up. You were flying over these islands 
and bombing factories and things. For its devel- 
opment, | had to build an editor that allowed me 
to scroll around the world and create these 
islands with roads and buildings. Towards the 
end of the development, | was having a lot more 
fun building these little islands than | was flying 
around and bombing them. So after | finished 
the game, | kept playing with the editor. It even- 
tually evolved into SimCity.” 

Wright explains that The Sims began as a ver- 
sion of one of those 3D home building programs. 
“It kind of evolved from SimCity, when | was 
researching city planning and urban dynamics,” 
says Wright. “At some point, | got more interest- 
ed in architecture. The process that architects go 
through to design a house was really interesting 
to me. They start with a functional task descrip- 
tion of where you spend your time and what 
kind of environments you need to support your 
activities. And that eventually evolves into a 
house plan. | was trying to figure out a way to 
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tum that into a game about architecture. So | 
started down that path.” 

“But | realized that to really score the architec- 
ture, | had to simulate the family living in the 
house. And that took the product off in a whole 
new direction. It went into how to simulate peo- 


| ples’ day-to-day activities. It turns out that peo- 
| ple apply a lot of strategy even to minute-to- 


minute decisions. What door am | going to go 
through? Am | going to watch TV now or eat? Am 
| going to invite a friend over or get to bed early 
so | do better work tomorrow? You don’t really 
think of it consciously, but every act in your day- 
to-day life is part of a very elaborate goal-direct- 
ed strategy. | thought it would be really cool to 
bring that up to a level of consciousness.” 
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So is The Sims a role-playing game? “I really 


| wanted it to be open-ended and not a scripted 


linear experience,” Wright answers. “I don’t like 
adventure games too much and I have only a 
very slight interest in RPGs. But | love simula- 
tions...[ The Sims] is actually a very open-ended 
simulation, more so than SimCity by far.” 

The basic idea is that you control a single 
character and determine his or her course of 
action throughout day-to-day life, keeping in 
mind long-term goals like career, social life and 
family. The game begins with you designing a 
home for your character and stocking it with 
some basic amenities like a television and refrig- 
erator. Then you drop your character in and give 
him (or her) an outline for what he should do by 
clicking on the character, then an object or 


| another character, and selecting from a menu of 
| possible interactions. Click on an aquarium and 
| choose to “feed the fish” or “clean the tank.” 

| Click on the fridge and choose to “have a snack” 
| or “fix dinner.” Click on another person and 

| choose to “insult them,” “ask them to leave,” or 


“talk to them.” If the characters are close enough 


| the menu will contain additional actions like 


“entertain them,” “hug them,” or “kiss them.” 


Uh, nice couch. Very tasteful. 


When characters interact, the game plays 
what Wright calls “Charlie Brown-speak.” “You 
don’t actually hear what they’re saying. All you 
hear is this ‘wa-wa-WA-wa-WA’. You can under- 
stand the emotional content of what they’re say- 
ing but not the semantic content. We’ve record- 
ed hundreds and hundreds of strings of dia- 
logue, each with a different emotional nuance.” 

As characters converse, an icon appears over 
each character’s head to reflect what he or she 
wants to talk about. Each character starts offer- 
ing subjects from his or her particular set of 
interests. “If their interests match well, you'll see 
the same icon ping-ponging back and forth 
between them. But if they can’t agree on a topic, 
you Il see one rejecting a topic and proposing a 
different one. If they can’t agree, they eventually 
just don’t get along very well. So there’s this 
kind of chemistry modeled on the interest level.” 
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You'll play The Sims one household at a time, 
controlling all the people who live there. But all 
your households can interact. “Our load/save 
screen looks like a neighborhood and each house 
in the neighborhood is one of your saved games. 
When I'm playing one of these saved games, my 
other saved games are my neighbors. So actual- 
ly, as I'm playing one house, | can invite my 
other saved games over to entertain them. 
There’s this meta game that simulates the rela- 
tionships between my saved games.” 

Of course, you don’t have to take direct con- 
trol of your characters at all times. You can also 
just let them go about their business. “If you 
don't tell them what to do, based on their per- 
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Yes, there will be SimRomance 


sonality settings, they'll just decide what to do,” 
says Wright. “But they’re liable to just become 
couch potatoes. They don’t look very far ahead 
and they usually go for the immediate gratifica- 
tion. You have to do the long-term strategic 
planning; otherwise, they'll stay up all night 
watching TV and they'll be in bad shape when 
the car pool appears and they'll maybe get 
demoted when they go to work the next day. Of 
course, if you want, you can just sit back and let 
them fall into short term thinking and they'll go 
down in a spiral of dysfunctionality.” To avoid 
this, you can tell them exactly what to do or 
even queue up commands, interrupting them as 
needed to react to changing conditions or ran- 
dom opportunities. 

But the limiting factor in The Sims is also a 
limiting factor in real life; as Tom Stoppard 
wrote, “For all the points on the compass, there 
is only one direction and time is its only mea- 
sure.” As the old chestnut goes, there are only so 
many hours in the day. “The real resource in this 
game,” explains Wright, “is time. You choose to 
spend your Sims’ time to get other resources. | 
can choose to spend their time to get money by 
working. Or | can choose to spend their time to 
gain more friends by socializing. | can then 
spend secondary resources, like money, on 
objects. | can also choose to spend their time 
making them happy, since one of your goals is 
always to maintain their happiness.” 
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Objects are one means to happiness. “Every 
object you buy,” says Wright, “has some impact 
on happiness. If your Sims are really hungry and 
they don't have food, or if they’re really bored 
and they don’t have entertainment, they get less 
and less happy. So | buy better objects in the 
game to increase the conversion efficiency of 
time to happiness. It’s kind of like in Warcraft 
where you would buy a lumber mill to increase 
the conversion efficiency of trees to lumber.” 
This hits very close to Wright’s description of The 
Sims as a real-time strategy game set in the 
home, where time is your resource and happi- 
ness is your score. 

At any time, you can check your characters’ 
statistics, called “needs,” to see the factors that 
determine their happiness. “We came up with 
the smallest set of needs that would justify every 
object you find in a house,” says Wright. “Every 
object feeds one or more of these needs.” The 
eight needs, from the basest to the most sophis- 
ticated, are Hunger, Comfort, Bladder, Hygiene, 
Energy, Fun, Social and Environment. Wright 
reels off a list of objects they've already put in 
the game to affect these needs: chairs, couches, 
tables, countertops, fountains, paintings, 
plants, computers, telephones, stereos, televi- 
sions, BBQ grills, coffee makers, dishwashers, 
stoves, microwaves, hot tubs, showers, sinks, 
lamps, beds, bookcases, dressers, clocks, smoke 
detectors, pools, diving boards, pool tables, and 
trash cans. For starters. Objects, however, are 
also the source of disasters. Many of the objects 
have potential failure states that can lead to 
things like house fires (a character with poor 
cooking skill or a cheap stove), roaches (over- 
burdened trash cans) or floods (unserviced dish- 
washers or toilets). 
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As your characters eam money (some of which is 
used to pay bills, of course), it can be spent on 
objects, expanding the house, or even hiring 
servants. The actual house design also impacts a 


While you won’t hear actual words, iconic conversation bubbles will give you an idea of what your Sims 
are talking about while their tone and body language will tell you how the interaction is going 
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character’s Environment need. “They actually 
score the architecture as they walk around the 
house. This is why you buy things like plants and 
paintings. It’s also why they don’t like trash. 
They also look at things like how many outside 
windows the room has, how big it is, how many 
angles it has. They tend to prefer interesting 
geometry to square boxes. We’re using this 
algorithm to force people to come up with more 
interesting architecture.” 

A character's income is a factor of his or her 
job and promotion level, ranked from one to ten 
in each career. For instance, the Extreme career 
can range from Bungie Jumper to Professional 
Spy, while the Business career can range from 
Mail Room to CEO. Other careers include Military, 
Medical, Science, Athlete, Crime, Law 
Enforcement, and Politics, each with its own par- 
ticular pratfalls and opportunities. 

“Each career has what we call situations,” 
Wright says. “These are goal directed events that 
pop up while you're playing if the right precon- 
ditions exist. For instance, your boss might come 
over for dinner and you have to entertain him or 
lose your job. The preconditions for this would 
be having a job at a certain level and the time 
being around 5pm. The Military person might be 
called to active duty for a period of time. The 
Criminal person might be arrested. So all of a 
sudden you're given a challenge with a short- 
term goal that has an upside or a downside.” 
Maxis is working with writers from the TV series 
The Sentinel and Viper to work some storyline, 
situations, and flavor into each career path. 

Finally, Maxis also has some fairly heady 
plans for integrating The Sims with the Internet. 
They plan to offer downloadable objects that will 
contain code for new behaviors. “We can actual- 
ly embed the rules of soccer in a ball,” Wright 
says. “I can download this very small object and 
all of a sudden my characters are out playing 
soccer in the backyard.” Also, each saved game 
will generate an HTML file containing character 
descriptions and house specifications. “We're 
hoping to make it very easy to put these up on 
the ‘net,” he says. “The homepage would actual- 
ly be a game file, so if you see a really cool 
house or a really cool family, you can download 
it by clicking on the webpage.” 

So for the first time, surfing the web may 
finally be synonymous with getting a life. = 
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_Blessed be thy video card 


SWF—smart, funny, good-looking girl seeks handsome SWM age 25-30 for romantic 
dinners, walks on the beach and fun in the sun. Must own 3dfx video card. Box 3214. 


othing proves the extreme level of geekdom to which hardcore gamers can 

stoop more than a fanatical devotion to a particular product or company. 

Sometimes it’s almost justified—legions of Quake fans are devoted to a game 
that changed the gaming landscape. A string of such hits created a loyal army of 
id Software fans, who believe that the company can do no wrong and will always 
completely dominate the entertainment software universe. Of course, that’s ridicu- 


lous, but far too many hardcore gamers seem a bit too serious about their hobby. 


The latest absurdity is the almost religious devo- 
tion to video card companies. The biggest of the 
rivaling camps are the 3dfx-lovers, who claim 
that speed is everything, Glide compatibility is 
crucial and 32-bit color is unimportant. They’re 
mostly challenged by the NVIDIA-worshippers, 
who swear by the superiority of 32-bit color, AGP 
texturing and large texture sizes. The war 
between the 3dfx devotees and the NVIDIA wor- 
shippers rages daily on message boards and 
Usenet newsgroups. For those who have a life in 
the Real World and don’t frequent such back- 
alleys of the Internet, I'll sum them up for you 
with this fictional account of a typical message 
board debate: 


wAr3zMaSt3r: Dood! 3dfx rulez! While you 
lam3rz are waiting for the REAL TNT2 cards to 
ship at reasonable speeds, I’m already playing 
Quake ili at 9O0fps! Too bad you have to wait for 
a card that has features that don’t even matter, 
and it’s going to be slower, too! You’re all just 
jealous that I’ve got a Voodoo 3 3000 (over- 
clocked to 190MHz!) and you still have that old 
pathetic 9OMHz TNT. Ha ha ha!! 


KingDoofus3212: | feel sorry for you pathet- 
ic 3dfx wannabes. You couldn't wait three 
weeks to get a MANLY card that has real 
features. Like EVERY game coming out looks 
like crap unless you have 32-bit color, and 
you can’t even do AGP textures! You suck! | 
bet your mommy bought you a Voodoo3 to 
apologize for not telling you that you were 
adopted. Didn't you see all the benchmarks 


at [insert name of website with beta card 
benchmarks here]? The TNT2 own3z the 
Voodoo3!! You just wish you were as cool 
as me and when the TNT2 Ultra cards come 
out you'll be whining and complaining 
about how you spent all your allowance on 
a loser 3dfx card. Wuss. 


If you read those above and think I’m exag- 
gerating, you win 30 cool points—you've 
obviously not frequented the message boards 
and Usenet newsgroups devoted to computer 
games and video cards. There are actually 
people who so strongly seek validation for 
what they've spent their money on that they 
turn into complete freaks at the first mention 
of the subject. 


At first, | thought | must be missing something. 
| mean, if so many people who obviously are 
intelligent and reasonable (judging by their 
grammar and spelling) are devoted to their 
video card, there must be something to it all, 
right? The video card manufacturer you back 
must in some way improve your social status. 
To test my theory, | went down to my local bar. 
This, I’ve determined, is a good way to test any 
theory. | was talking to this girl who seemed to 
be interested in me, when she noticed my 3dfx 
t-shirt, which looks rather like a rock band shirt 
with it’s cool “freaky eyes” photograph. 


Girl: What’s “3dfx?” 


Me (smiling proudly): They’re a manufac- 


i 
| 


{ 


H 


by Jason Cross 


turer of video cards for PCs. | get over 90 
frames per second in Quake /I. 


Girl: | have to go now. 


| tried another bar the next night with my 
NVIDIA shirt, to the same effect. “These people 
must be hipper than | thought,” | concluded. 
“They must have seen those Matrox G400 
benchmarks from the beta OpencL ICD at high 
resolution! No wonder the NVIDIA and 3dfx stuff 
is turning them away!” So | returned a day later 
with a Matrox cap on. Can you believe that even 
that didn’t make me seem like the ever-attrac- 
tive smart video card shopper? And they say 
that chicks dig fill rate... 


It seems, despite the fanatical devotion of a small 
army of computer geeks, a video card won't 
make you more popular, smarter or save you 
from eternal damnation. As id Software’s Brian 
Hook is so fond of saying, “It’s a video card, not 
a religion.” Each and every video card has some- 
thing different to offer, and the one you choose is 
dependent more on what is important for you 
personally than what some benchmark number 
tells you. A “frames per second” average can't 
tell you what the image quality looks like to your 
eyes on your monitor, or whether the DVD play- 
back is smooth or if the software bundle contains 
games you want to play. It can’t tell you if a card 
is reliable. It can’t even tell you how your favorite 
game will run on your own machine, or more 
importantly, how the game released two months 
from now will run. The features that are impor- 
tant to you as an individual may not be impor- 
tant to someone else, and vice versa. 


Until video cards have feature sets that read, 
“Intelligence booster, popularity enhancer, 
attractiveness magnifier, and wealth 2x sup- 
port,” | suggest we all stop spending so much of 
our time blindly justifying a purchase which, 
regardless of current quality, will be made obso- 
lete in six months. Besides, everyone knows that 
the only way to avoid being crushed like an 
insignificant bug when the holocaust arrives is 
to worship Microsoft. 


4 


Q: We have three year old computer, and | 


have just got Half-Life about three months ago, | 


and like playing on the net. But | am a higher 
pinged player. Is there some hardware that will 
help lower my ping? Or some thing that will 
help? Your help would be appreciated 


Barbara F. | 


A: Well, there’s no magical piece of hardware you | 


can install that will simply lower your ping, with- 
out requiring some other changes as well. If you 
have an especially old modem (or worse yet, a 
dreaded “WinModem”), you might improve your 
ping a little bit by buying a newer, name-brand, 
quality modem. That probably won't help much, 
though. You can also potentially improve your 
ping by changing your ISP. Many local ISPs have 
connections that aren't bogged down by exces- 
sive users and have direct access to a major 
Internet backbone. There are many factors that 
can affect ping time, and your choice of ISP is a 


big variable—shop around, and tell them that you're | 


looking for an ISP that will deliver very low ping 


times to distant servers. Go with the ISP that gives : 


you a good explanation of why they'd be fast. 

A more expensive option would be to change 
your Internet access method altogether, by using 
ISDN, Cable Modem, or DSL. If you have the 
option, DSL or Cable Modems are the best. This 
will mean changing Internet providers and get- 
ting new hardware (sometimes provided by your 
new provider), but it will drastically reduce ping 
time and increase bandwidth. 

When all else fails, remember that the server 
you re playing on is important. Ha/f-Life tends to 
give many servers a listed ping time of “53ms” 
when they're much higher, but more realistic 
pings are between 150-250ms. A server like that 
will often provide pretty smooth play, but if it 
doesn't, try another. 


Q: I've heard that TNT2 will only come in AGP 
4x, what about the AMD users? They don’t 
have an AGP slot! is NVIDIA going to make a 
PCI version for the AMD and old Pentium Users 


without a AGP slot? With Megabyte’s new tech- | 


nology how would you use so called the 


Stepsister(like SLI) technology if your computer : 


only has 1 AGP slot and a TNT2 card will only 
come in AGP form? 


Andrew N. | 


A: To the best of my knowledge, no manufac- 
turer is making a PCI version of the TNT2. But | 
wouldn't worry about that... it’s not really a 
factor. Super-7 motherboards (for those AMD 
K6-2 an K6-3 users) almost universally have AGP 
2x slots. Only some of the people with much 
older AMD chips or with old Pentium systems 
don't have an AGP slot (and some of them even 
do!). For those people, a really fast video card 
like one based on the TNT2 is probably a waste 
of money. Most of the card’s power will be 
wasted because most games will be limited by 
their processor speed, not the speed of the 
video card. Those users would get just about as 
good a game experience with an older PCI card 
like a regular TNT- or a Vanta-based card. There 
are also other options like the Voodoo3 2000, 
which comes in a PCI flavor. 

As for how you would use Metabyte’s PGC (or 
“stepsister” ) technology with two TNT2 cards— 
you wouldn't. Not unless someone makes a PCI 
TNT2-based card. 


Q: First: Will 3Dfx be making any more pass- 
through cards? | love my AGP ATI All-in-won- 
der Pro and Voodoo* combination, and would 
hate to have to loose the AIW to use the newest 
3D accelerators. 

Second: Is is possible to use two AGP slots 
on a single board? If so, do such boards exist? 

Chris B. 


A: The answer to your first question is a pretty 
resounding no. It’s so inexpensive to put quality 
2D acceleration on a video card now, and it 
requires so little silicon compared to the 3D com- 
ponent, that it’s much easier and a much bigger 
“value add” to consumers to make 2D/3D combi- 
nation cards. It’s best to “never say never” in the 
computing world, but making an add-in card by 
itself would be a big step backwards, and | 
doubt anyone will be doing it. 

However, there are several really good video 
cards out there that will perform the same func- 
tions you enjoy out of your All-in-wonder Pro, 
while delivering great 3D acceleration. 3dfx has 
changed plans for it’s Voodoo3 3500 to dump 
the digital flat-panel support and instead add in 
a TV tuner, and video/audio in and out. So you'll 
be able to watch, and record, television or other 
video sources on your PC. The Matrox Marvel, 
which was based on the G200 and had stellar TV 
tuner and video capabilities, was so successful 
for the company that they are probably going to 
make a similar product based on their hot new 
G400 chip. ATI themselves make an updated All- 
in-wonder that uses the Rage128 chip, though 
that won't be as fast as the Voodoo3 3500 ora 
G400-based Matrox Marvel. Diamond Multimedia 
sells a “DTV 2000” upgrade which is a TV-tuner 
card that works with almost all recent Diamond 
video cards. 

Your second question is fairly common. AGP 
was designed as more than just a faster bus to 
put video cards on. Part of it’s function is that it 
solves a problem with the PCI bus—devices com- 
pete for bus time. Having two AGP busses, if 
possible, would pose the additional problem of 
the two devices competing for control of the 
bus and memory access. It’s a moot point, 
though, as there are no motherboards in pro- 
duction or planned that are going to even 
attempt two AGP slots. 


3dfx stock repurchase—sdfx 
Interactive Inc. announced that they have been 
authorized by their Board of Directors to insti- 
tute a stock repurchase program. Under the 
program, the company will be able to repur- 
chase up to two million shares of its common 
stock on the open market from time to time. 


“Our Board of Directors felt that an investment 
in our own stock would be beneficial to the 
Company and its stockholders,” said Greg 
Ballard, president and CEO. “The repurchases 
will reduce the long-term potential dilution 
that might result from issuances under the 
Company’s stock benefit plans.” 


3dfx files suit against Creative— 
3dfx Interactive today announced that it has 
filed suit against Creative Labs and Creative 
Technology in the Federal Court for the 
Northern District of California. The suit alleges 
that Creative and certain of its divisions com- 
mitted copyright infringement in regards to 
3dfx’s proprietary Glide API. 3dfx claims that 
Creative breached a licensing agreement and 
infringed 3dfx copyrights by incorporating 
3dfx Glide source code into Unified, a recently 
announced technology designed to run Glide- 
only software titles on Creative TNT and TNT2- 
based graphics accelerator products. 


According to 3dfx, the license agreement pro- 
hibits the use and modification of any 3dfx 
source code to operate with non-3dfx accelera- 
tion technology. 3dfx also asserted a claim 
against Creative Technology for unpaid 
amounts owed for 3dfx products. The Glide API 
was developed by 3dfx Interactive for use with 
the company’s line of graphic accelerator tech- 
nologies including the Voodoo, Voodoo 2, 
Banshee and the Voodoo3. The Glide API is 
highly proprietary and is intended only to be 
used by graphics cards that feature a 3dfx 
chipset. Creative gained access to the API while 
developing software drivers for their extensive 
line of 3dfx graphics cards. Whether Creative 
actually used the 3dfx API to create their 
Unified software technology, or created the 
software from their own technology is what the 
court will have to decide. 


Microsoft licenses Creative’s 
EAX for DirectX —microsoft announced 
that they have signed a licensing agreement 
with Creative Labs which will allow them to 
incorporate certain aspects of the company’s 
Environmental Audio Extensions into the next 
incarnation of DirectX. Specifically, Microsoft 
will tie certain EAX features into DirectX includ- 
ing flange, chorus, EQ and environmental 
reverberation. Although Creative doesn’t gain 
any direct revenue from the deal, it does give 
the company an advantage over other sound 
card manufacturers, as most of the effects in 
the EAX API require a sound card that can take 
advantage of them. One such sound card is 
their own Sound Blaster Live! 


EAX is currently being utilized by over 50 game 
titles shipping this year, with more expected to 
be announced later this year. EAX is used 
mainly by Creative Labs’ line of SoundBlaster 
Live! sound cards. @ 
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NT2-based video cards seem to be a dime a 

dozen lately, and choosing which one to buy 

boils down to driver quality, bundle, price 
and what speed the card is clocked at. Diamond 
seems to have realized this, and is targeting the 
Viper V770 Ultra at the hardcore gamers who are 
willing to pay a little more for the very best. They 
even emphasize this with “Tweaked for Gamers” 
emblazoned all over the box. 

The V770 Ultra is based on the “TNT2 Ultra” 
specification from NVIDIA, which means a default 
setting of 15OMHz for the core processor and 
183MHz for the memory. Diamond provides a “3D 
Turbo Gauge” in their control panel with 5 boost 
settings, allowing users to push the card up to 
175MHz core/200MHz memory. To help keep the 
card stable at such speeds, a heatsink/fan com- 
bination is used. It works pretty well—we had no 
difficulty using the card through a heavy week- 


16bit color 640x480 
Baseline V770 
Quake2 v 3.20 63.6 70.1 
Unreal v 224 27.3 28.4 
3D Mark 99 MAX 3077 3173 
2D Business Winbench 99 NA NA 
32bit color 640x480 
Baseline V770 
Quake2 v 3.20 62 69.3 
Unreal v 224 25.6 27.7 
3D Mark 99 MAX 3089 3172 
2D Business Winbench 99 NA NA 


Viper V770 Ultra 


They say “Tweaked for Gamers,” and they mean it 
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end of frequent use at the highest setting, 
though different users will likely have different 
| maximum speeds they can safely achieve. 

The card comes ready for AGP 4x mother- 
boards as soon as they’re available, including a 
set of jumpers and instructions on how to set 
| them for AGP 4x operation. The card defaults to 
AGP 2x mode, however. Installation and setup is 
suitably easy, but the documentation is incredi- 
bly weak. Good documentation is provided in 
Adobe Acrobat format on the installation CD, but 
printed documentation barely covers the basics 
of installation. The software bundle is unique, to 
say the least. Full versions of both Wild Metal 
Country and Superbike World Championship are 
included in the box, as is a special full version of 
Need for Speed III. But the latter disc will only 
work for four hours, after which point you can 
| purchase it if you like it. The rest of the game 


800x600 1024x768 
Baseline V770 Baseline V770 
58.3 68.5 h1.4 62.8 
25.3 27 22.0 25,5 
3090 3169 2713 3158 
126 134 120 128 
800x600 1024x768 
Baseline V770 Baseline V770 
50.4 68 S2.4 56.2 
20.8 26.9 15.2 Ry a 
2817 3169 1942 3157 
121 129 114 125 
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bundle involves ordering two “free” games of 
six from the online “Diamond GameZone. ” 
Players can choose from full versions of Sin, 
Shogo, Heretic II, Asteroids, StarSiege Tribes, 
and Fighter Squadron, and have any two of 
them shipped direct to them for a $12.95 ship- 
ping and handling fee. While the choice is nice, 
there’s something about paying shipping and 
handling to get a “bundle” that isn’t in the box 
which may disturb some users. Non-game soft- 
ware provided with the card includes Zoran’s 
SoftDVD, Fremont SE, and 3D Sensations. 

In practice, the Viper V770 Ultra is a scream- 
er. It bested most other video cards we've test- 
ed, especially at higher resolutions and color 
depths. In fact, our 3D Mark 99 Max tests were 
entirely limited by the processor speed of our 
350MHz Pentium II test machine, and only 
started to show signs of slowing down at reso- 
lutions above 1024x768. One of the nicest fea- 
tures of Diamond’s Ultra-TNT2 based card is 
how configurable it is. The “In Control Tools 99” 
software provides normal tool-tray features to 
change resolution and such, but the biggest 

benefit comes from the new “Diamond 3D” dis- 
play properties tab. Whenever a new program is 
run, it is added to a drop-down list in the con- 


trol panel. You can then change options such as 


anti-aliasing, mip-mapping levels, vsync, and 
other such tweaks on a game-by-game basis. If 
one particular game works better with “Fog 
Table” disabled, that game (and that game 
alone) can be changed to operate that way. 
Color and gamma adjustments can also be made 
this way. Diamond’s attention to flexibility and 
ease-of-use in their software and drivers is also 
apparent in the new Update Wizard. This handy 
utility will automatically detect, download, and 
install new drivers for all Diamond products you 
have installed. Those who are tired of frequent 
website searches for new drivers will find this a 
welcome feature. 

Diamond's got a real winner with the Viper 
V770 Ultra. It’s a quality part that operates well 


| at high clock speeds, has great drivers and soft- 


ware, and like other TNT2-based cards, looks 
great and works with just about all modern 
games. It’s a bit on the pricey side, retailing for 
$249 with no TV-out capabilities, but that price 
isn’t completely out of the range of other 32MB 
TNT2 Ultra based cards. The price, performance, 
and features of the card make it less than 
ideal for those with slower computers (a 
Pentium || at 300MHz or less), but it is well 
suited to the power gamers at which it is 
targeted. —Jason Cross 


M A N UF, : TU R E R Diamond Multimedia 
MSRP. 3249 
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Stealth III $540 


hen $3 released their Savage3D chipset 
last year, it was a curious mix of being 


both ahead of its time and behind the 
times. Though it supported many new tech- 
nologies, a memory size limit of 8MB and the 
lack of all-important multitexturing capabilities 
made it compare quite unfavorably to other 
video cards released last fall. Beyond this, the 
drivers were at best unstable. $3 seems to have 
learned their lesson with the Savage3D’s big 
brother, the Savage4. This time around, the 
speed is faster, multitexturing is in there, the 
memory limit has been bumped to 32MB and 
the drivers are more mature. 

Diamond's Stealth III $540 is one of the first 
Savage4-based cards to hit the market. It’s tar- 
geted at the budget user who still wants good 
game performance, but doesn’t want to spend a 
pile of money on a video card. It is indeed a good 
bargain—the $540 comes equipped with 32MB of 
memory and is ready for AGP 4x when systems 
are available. Bundled software follows the same 
trend as other recent Diamond offerings. SoftDVD, 
Fremont SE, and 3D Sensations are bundled with 
the card, as is a special version of Need for Speed 
I] that will work for four hours before giving the 
user the option to purchase the game. Finally, 
$540 purchasers can choose two of six games— 
Sin, Shogo, Heretic Il, Asteroids, StarSiege Tribes, 
and Fighter Syuadron—and have them shipped to 
them for a $12.95 shipping and handling charge. 
At a $129 suggested retail price (you can find it 
for less if you shop around), that’s a pretty good 
deal. Of course, no price is a “good deal” if per- ! 
formance and reliability are poor. | 

| 
| 
| 


Fortunately, performance is much improved 
over Savage3D cards. Thanks to higher clock 
speeds, multitexturing support and more memo- 
ry, the Stealth Ill S540 performs much better than 
Savage3D cards did. Benchmark scores are quite 
respectable for a card of this price, and compara- 
ble to even more expensive cards on slower sys- 
tems. Granted, higher processor speeds and reso- 
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16bit color 640x480 
Baseline $540 
Quake2 v 3.20 63.6 80.5 
Unreal v 224 27.3 4&5 
3D Mark 99 MAX 3077 3220 
2D Business Winbench 99 NA NA 
32bit color 640x480 
Baseline $540 
Quake2 v 3.20 62 73.4 
Unreal v 224 25.6 39.7 
3D Mark 99 MAX 3089 3228 
2D Business Winbench 99 NA NA 


Quality video on a budget 
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lutions will make the $540’s limitations more 
apparent, as the fixed 125MHz clock speed 
(143MHz memory speed) doesn't leave much 
headroom when fill rate is a greater limitation 
than processor speed. The $540’s drivers are defi- 
nitely a huge leap up from the initial drivers for 
Savage3D-based cards, but they still have some 
work left to be done. We experienced no visual 
glitches or incompatibility problems with any 
released games, but some demos had trouble. 
The recently-released Drakan demo, for instance, 
doesn't work with some settings enabled, and 
when it does work, text and menu graphics are 
corrupted. The popular Q3test will only work 
properly with “vertex lighting” enabled, and 
while speed is good and drivers that work per- 
fectly with Quake /// by the time the game is 
released are promised, the current state of drivers 
is discouraging. Diamond's excellent “In Control 
Tools 99” and wonderful driver update wizard are 
part of the package, and these great utilities for 
tweaking card settings and staying up-to-date 
with drivers are a welcome addition. 

Like all cards based on the Savage4 chipset, 
and Savage3D cards before it, the Stealth III $540 


800x600 1024x768 
Baseline $540 Baseline $540 
58.3 56.4 41.4 36.0 
de 34.6 22.0 22.5 
3090 3222 211s 3101 
126 127 120 123 
800x600 1024x768 
Baseline S540 Baseline $540 
50.4 50.7 52.7 31.6 
20.8 27.8 15.2 NA 
2817 3227 1942 2452 
121 126 114 113 


_ All tests performed with vsync off. Unreal benchmarked using OpenGL on the Baseline card, $3’s 
_ proprietary MTL API on the Stealth Ill $540. Baseline is a 16MB Riva TNT using NVIDIA reference drivers. 
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supports $3’s custom S3TC texture compression. 

There has been some debate about this in the 

| past, with some touting it’s greatness and others 

complaining that its “lossy” nature makes tex- 

tures look worse. We've seen it in action, and it’s 
truly quite impressive. Whatever loss of visual 
quality the compressed textures suffer is more 

| than made up for by the extremely detailed tex- 

tures possible. Though S3TC is also the chosen 

texture compression scheme for DirectX (it has 
been licensed by Microsoft), support for it is still 

| thin. Some games, like Quake /I/, will use S3TC just 

_ to compress the same textures available to every- 
one, which defeats the whole purpose of using 
texture compression to enable higher-res tex- 

_ tures. Unreal Tournament, on the other hand, will 
ship with hundreds of megabytes of compressed 
textures that are much more detailed than would 

' be possible without $3TC. The bottom line is that 

| while S3TC isn't much of a selling point right now, 
but might be in the future. 

The Stealth Ill $540 is targeted at the gamer 
on a budget, and for them it’s not a bad 

| choice. It outperforms cards based on the Riva 

TNT chipset and costs less than TNT2 or 

Voodoo3 cards. The driver situation is a little 

bit worrisome, however. Though the only games 

| that have problems are a small handful of 

| demos and test releases, its important that a 

' card work well with more than just full release 

versions of games—demos and test releases are 

popular, after all. This is a recommended card 
for those with a 350MHz or slower machine who 
don’t want to spend a lot of money ona card 

_ they won’t even maximize the potential of. 

Those with more meaty processors are probably 

better off spending a bit more on a card with 

| more muscle. —/ason Cross 
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Winkast 3D $320 Il 


Somewhere between Regular and Ultra 


any readers probably already know that 
VM there are two versions of the TNT2 chipset 

from NVIDIA—"regular” and “Ultra,” with 
the Ultra variant simply being able to run ata 
higher clock rate. “Ultra TNT2” cards have been 
announced at speeds from 150MHz to 175MHz, 
and “regular TNT2” cards vary from 16MB to 
32MB of SDRAM or SGRAM, at a variety of clock 
speeds, some with AGP 4X support and some 
without. In other words, they’re all TNT2 
cards, and they're all different in small but 
important ways. 


DATA: 
16bit color - 640x480 
Baseline $320-II 
Quake2 v 3.20 63.6 67.7 
Unreal v 224 27.3 27.6 
3D Mark 99 MAX 3077 3092 
2D Business Winbench 99 NA NA 
32bit color 640x480 
Baseline $320-Il 
Quake2 v 3.20 62 67.5 
Unreal v 224 25.6 27.1 
3D Mark 99 MAX 3089 3079 
2D Business Winbench 99 NA NA 


Montego 11 Quadzilla 


OR ee ee ee ee ee ee ee ee ee ee ee eee eee ee 


professional computer audio company, but 

they made a push into the consumer space 
last year with the Montego, a sound card based 
on Aureal’s Vortex processor. This year they fol- 
low it up with a Vortex 2-powered card, the 
Montego II. That card has been available in a 
version with only one speaker output for some 
time now, but only to OEM customers (such as 
Dell) or directly from VTB. Their retail product, 
the Montego II Quadzilla, adds a second 
speaker output for 4-channel sound as well as 
a SPDIF output. 

It would be incorrect to assume that the 
Montego II Quadzilla is identical to Diamond's 
MX300 or Xitel’s Storm Platinum just because 
it’s based on the same Vortex 2 processor. 
Turtle Beach has made a few minor adjustments 
to the reference design. The most obvious is 
that the rear speaker and SPDIF outputs reside 
on a breakout board, which connects to the 
main sound card via a small ribbon cable and 
takes the space of another slot in your machine. 


] urtle Beach has been known in the past as a 
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Leadtek has a lineup of four TNT2-based cards 
in the WinFast line; we tested the second-from- 
the-top model, which comes equipped with 
32MB of SGRAM, AGP 4x capability, and a default 
clock speed of 125MHz core and 150MHz memory. 
What's worthy of note, however, is the “Speed 
Runner” menu in the display properties, which 
allows you to alter the clock rates up to 160MHz 
core and 175MHz memory. Our card was always 
Stable at this setting, due to the heatsink and fan 
Leadtek added to their card design. While your 
mileage may vary, it’s safe to say that most users 


800x600 1024x768 
Baseline $320-II Baseline $320-II 
58.3 67.3 41.4 62.2 
25:5 26.4 22.0 24.5 
3090 3085 2713 3057 
126 126 120 120 
800x600 1024x768 
Baseline $320-ll Baseline $320-Il 
50.4 66.3 32.7 32.1 
20.8 25.4 2 21.9 
2817 3083 1942 2997 
121 119 114 124 


dows 98. All tests performed with vsync io 


N\ VIDIA reference drivers, 


More subtle changes have been made to 
increase the signal to noise ratio (which is 
greater than 97dB) and keep the card sound- 
ing clean. A good example is the auto-mute 
function added to the CD input, which turns it 
off when no sound is coming from your CD- 
ROM and thus prevents your CD audio cable 
from acting like an antenna. 

When it comes right down to it, though, the 
card is virtually indistinguishable from other 
Vortex 2 cards. It’s doubtful that most users 
will have the listening environment or speaker 
quality necessary to hear any difference 
between the Quadzilla and an MX300. Of 
course, it sounds no worse, either. At a retail 
price of $100, it’s a great deal. The card is bun- 
dled with several Voyetra software products like 
MIDI Orchestrator Plus and X-Wing Alliance: 
Imperial Entanglements, a special demo version 
of the hit LucasArts game. It’s nice to see such a 
large, detailed manual in the box as well—most 
hardware vendors seem to have given up on 
quality documentation. While the benefits of 


_ will be able to run this card at a speed that falls 

_ between the “regular” and “Ultra” designations. 

_ Tuming up the speed yielded only a small 

_ improvement over the other TNT2 card we tested 

_ (Guillemot’s Maxi Gamer Xentor) on our 350MHz 

_ test machine, as most applications were limited 

_ by processor speed. At higher resolutions, or on 

_ faster machines, the benefits are more obvious. 

_— It would seem that the WinFast 3D $320 Il is a 

_ fantastic deal, as it’s nearly an “Ultra” TNT2 at 

_ less than $200, but there's a catch. The pack-in 

_ software is particularly light, with no games and 

_ several “multimedia authoring” applications. The 
only real value is in the full version of Cyberlink’s 

| PowerDVD software. Leadtek’s TNT2 card is very 

| impressive in it’s stability at high speeds, but 

offers little in the way of extra value. If you’re 

| looking for good TNT2-based speed without 

| frills, it’s a good choice. If you need to have 

_ “the fastest” TNT2 card or want pack-in soft- 

_ ware, you'll have to wait for the release of some 

| “Ultra TNT2” cards from other manufacturers. 

| —Jason Cross 
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Leadtek 


A late entry into the Vortex 2 sound card market 
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| the Montego II Quadzilla over other Vortex 2 

_ cards are minor at best, any improvement 

_ made to such a great design is worthy of note. 
| —Jason Cross 


the pleasure of meeting 


irl adits meyme rin 
domination? 


d Tactical Combat game, set in a 3D 
ometric world. 


The player takes control of a group of 
survivors, after America has been all but 
destroyed by a catastrophic plague. The 
team is built around a Black Ops unit called, 
PROJECT NEMESIS, eight genetically 
enhanced operators whose unique abilities 
give the group their edge in a war against 
the vilest evil to ever slither across the 
surface of the planet. 


jameplay is split into st 
al modes. In the strate 


vouse- Steve is 


the designer and producer of Abomination: 


ne Nemesis Proje 


. We asked 


Pause Time (like Baldurs Gate) modes. The 
player has to complete a wide range of 
mission objectives including cap busting 
combat scenarios, snatch and grabs, 
surveillance and specimen capture. There are 
over 60 unique objectives and 20 secondary 
objectives. Each time you play, the game 
generates unique combinations 

of mission sites, objectives, and enemy 
concentrations. Indeed, missions can occur 
during the day, at dawn, dusk and in the 
dead of night. Missions are set in over 40 
different terrain types, each exemplifying 
eHicalare Meare tere] Menreli (clare (acs 


Ultimately the player has to deal with an 
ever escalating conflict. They need to 
monitor the enemy and strike at key 
conflict points - fighting in the streets, the 
sewers or the concrete jungle. As the game 
progresses, the enemies change. 
Somewhere, new monstrosities are 
breeding. Players must seek out the 
breeding grounds and neutralize them. 


play ABOMINATION as 
a multiplayer game. 
Firstly. there is 

a campaign mode 
where 4 players can 
journey through 

the entire game - 
joining and leaving 
as and when they 
like- New players 
can join the group 
when others are 
unavailable to 
play-The team size 
can fluctuate too. 


It’s a rather large 


game and we wanted 


to make multiplayer 
very accessible. 


play value, 


There are ? ways to. 
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This is a deep game. The environments are as 


detailed as your control over your squad. 
s, Abomination: The 
offers a comprehensive - 
-one where research, 
irce agement, and team 
anagement offer a full level of strategic 


Microprose have some bearing on my work 
now. As a senior designer at Microprose | 
had the opportunity to design the sequel to 
UFO: ENEMY UNKNOWN/X-COM: EARTH 
DEFENSE. The result was TERROR FROM THE 
DEEP. | then became the producer for X- 
COM: APOCALYPSE and worked with Mythos 
on the production of that game. 

| see the genre of Squad level games as one 


_ that is very much unexplored, unlike say, 1st 
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SCRHESHOHE HESS SSR E HOHE HO HE CHORE R 


person shooters or RTS games in the mold of 
C&C. | was given a blank slate at Hothouse 
to begin a new game. | decided to work 
within this genre — squad based tactical 
games like X-COM and SYNDICATE. 


The nature of the world in ABOMINATION is 
a product of my interest in the works of H.P. 
Lovecraft. The stories of the Cthulhu 
mythos are always festering at the back of 
my mind and the works of David Cronenberg 
- the new flesh - have heavily influenced my 
characterizations and creations. There is a lot 
of pretty horrific activities being perpetrated 
by your enemy in the game and in many 
instances you get to find out exactly what 
and how the Brood is doing things - in 
explicit detail. 


Can you ‘develop’ your 
team members? 

The team members each have a number of 
abilities; accuracy, health, stealth, reaction 
and special skills. As the game progresses 


you can invest combat:experience to alter 
their ratings in these areas. Project Nemesis 


characters have superhuman skills - abilities 
beyond those of normal men and women. 
For example, the ability to become invisible, 
the ability to heal ones self and others, and 
the ability to withstand normal weapons fire. 
Team members that you find during the 
game, survivors of the plague, have special 
skills with different weapons; handguns, 
support weapons, explosives etc... They 
receive bonuses in combat for using the 
appropriate weapons. 


After each mission, the player can apportion 
the experience the TEAM has gained 
amongst its members. Enhancing their skills 
in any way they see fit. They can tailor the 
team to their style of play. |, for instance, 
favor a stealthy group and focus on that 
skill. Whereas Stuart - one of the guys on 
the project - ramps up their health and plays 
much more aggressively as a result. 


Tell us about the 
multiplayer game? 


There are 7 ways to play ABOMINATION as a 
multiplayer game. Firstly, there is a campaign 
mode where 4 players can journey through 
the entire game - joining and leaving as and 
when they like. New players can join the 
group when others are unavailable to play. 
The team size can fluctuate too. It's a rather 
large game and we wanted to make 
multiplayer very accessible. 

Indeed, the campaign game can even be 


played by email! A 100K file is generated by: 


the first player which contains all the 
strategic information, characters, equipment 
etc, and a replay of the last mission played. 
When the next player receives the email file 
and executes it, ABOMINATION will boot up - 
and begin to replay the last mission. The. 
player can even halt the action and take over 
the situation if they think they can do better! 
After the player reviews the replay and the 

_ Strategic situation, they can re-equip the 
characters and complete the next mission. 
Then they email the 3rd player. This system 
allows unlimited players to participate, and 
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also appends the name and email address of 
every player to have played the game..... 


The game also supports five multiplayer 
games - team competitions where up to 8 
players can play simultaneously; Arena, 
Survive, Capture the Flag, Lone Runner and 
Hold & Destroy. These games offer a wide 
variety of play possibilities in both normal 
game areas and custom designed 
multiplayer maps. 


You mentioned email 
functionality. What else 
can you do via email? 


You can send your city key code (12 digit 
aur) or mission: 3 code (12 digit 


the same game or same level as you - rather 


than the generated missions. You can also 
send a mission replay (these are generated 
and appended to your mission debriefings 
for later watching), to someone else. They 
can watch your play, or interrupt it and take 
control and redo the mission. They can even 
send the replay back to you once they have 
“done it right" 


What have you done to 


maximize the replay value? 


The whole game operates around a system 
of generated elements. The city you fight in 
is generated. Even the position and layout 


_ of strategic elements such as your HQ, 
. Forward Command Posts, labs, and Satellite 
uplink are never the same. The streets and 


re re never in th ame Place. From 


seen newow 


the slums, the ‘burbs, industrial facilities and 
more. Each of these areas forms a mission 
site with over 1500 possible activity sites 
and over 100 city layouts. Each land type is 
generated when a mission is actioned there. 
There are 30 different maps for each land 
type, of which there are over 32 types. Each 
mission can have one of 60 different primary 
and secondary objectives. We estimate that 
there are somewhere in excess of 1.2 million 


valid and playable missions the system can 
generate. Given that even in the long game 
you are only gonna play about 300 missions 
there are a lot of missions you will only get 
if you replay the game. We even have some 
areas that do not occur in every game. 


The reasoning behind a generated structure 
is core to the game itself. The game does not 
progress by the player playing mission one 
then mission two ad infinitum. Rather, the 
player chooses which missions they want to 
take, at what time of day and in what areas. 


The enemy Al pursues its 
own course and the 
interaction of all these 


elements is what makes 
ABOMINATION organic, 
non-linear and 


: rewarding 


to play. _ 
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The pate motivation also goes way Se -to 
working at Firebird and playing months of Elite, re 

and then joining MicroProse and Playing = 
months of Sid Meier's Pirates. Both, cla 
games based around the ' 


; : _ (adventure/battle/ 


k, or leave them to the sharks and watch news. 


our brutality spread. BAS 


What was the inspiration 
yehind Cutthroats: Terror 
on the High Seas? : 


Gitinde) wey:ha- ta How 
accomplish this 


You are the leader of a band sf pirates, and you 
must gain wealth and success on the high’ — 


pe 
se 
a 


The whole idea of a free roaming, do what you _. 
please, lawless pirate is powerful. The life and 
times in the 17th century Caribbean is a 
great-for-gameplay’ 


¥ 


fascinating, unique 
historical era. Holl 


wooden legs and h aks. of i are dirty, 
flea bitten scoundrels that will slit your throat 
for looking at them the wrong way. Captain 
Hook may have lived in never-never land, but 
Blackbeard grew up in Bristol. He set out to 
terrorize the sea from the:Bristol docks, not a 
hundred yards from Hothouse’s offices. Local 
inspiration plays a big part in the spirit of 
this game. 


Secondly, we wanted to produce a game-world 
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money to divide among your pirate band. . 2) chase or athick: an.enem 
Money can be obtained in four ways: - 3 use the keyboard to man 


* Raiding towns and robbing buildings mes to take your enemy. 1 are lots of special 
—change. ammunition —— 
¢ Looting and capturing ships | 2 - 


e Performing missions tay . 


e Engaging in trade . 
You have ay other short and medium term 


seas fcr. an adventure? Thee 


Longin to to 
sid Seas is aa es ol ve 


3: (ak tothe sea 
~ Cutthr 

been s rching fo 
: oo 4: | Se Panama in1668; Blackbeard's reign of 
. Develophg a reputation, so o that you o_o — © Aerror-was 1716- 18; Bartholorhew Roberts, last. 
feared and respected throughot or XO MS Bs =e . oft the « great pirates, diéd in 1722 )The big * 
Caribbean as Kk > eee el ia) et . pot events follow the established. bistotical 
. - “timeline: Spain dominates the-Caribbean at the 
 beginning-of the time-period, bat is gradually 
edipsed by the end; and "off stage” events like 
__ the English Civil War happen when they are 
ae ". supposed to, But the player will be able to 
5 interfere \ with the historical flow of events— 
he might kill the historical governor of Jamaica <a 
and install one of hissown men in his place, apd 
anging history forever. Be » ss ae 


e Establishing friendly rela 
more town governors 


From time to time, you must 
of your Saas we your 


the. e: 
sa 


ge . Frem tik cro} 


Som fn 
ae 
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cargo floating, which you can pi ‘ e bank is the walled city, with the. 
you see hige fe f proximately the right position. On 
ao oe k is a big castle that houses a 
Idiers. If you went to Havana 
ollow the old city walland it has 
the one in the « game; ‘the 
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nomy of the towns also 
vealth, imports and exports 
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oy 


a pa an ame ao 


that | really enjoy. 


proceeds: if 
French ships then you'll 
find that more and more 
French atts and French 


enemy. Information about 
your activities are carried 
around the world oe the 


A bad captain’ 's fate. Beg for mercy from the court, ¢ or start praying your mates break you out before 
me swin for your crimes. 


_and local leaders. The attitude that you display 


pe cock a town whieh is a big sugar Fcc _ toward each governor will range from 
then the supply of sugar in the rest of the ) diplomatic and friendly, to threatening and 


world is redu ed, and the price of sugar goes vicious. As a result, you can be given missions 
| which involve you in storylines and sub-plots of 


various kinds, or start an open feud with the. 
governor that will lead to either. your capture 
and trial, or his death at your hands, If you are 


on good terms witn a governor and pe 


& 


Or ttack shies of another nation ato 
cot try is at wala : 


What is your nea par 
of the game? 


The really cool thing is the way your reputation 
spreads around the game world, so that other 
: people change their opinion of you as time 
~} goes on. If you attack Spanish ships, other 
+ Spanish ships can hear of your actions (but only om 
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ne of the most understated 
features of Eidos Interactive's 
new Computer Role-Playing 
Game, Revenant, is the 
inclusion of the game editor 
with the final version that 
will ship in September. So, when you buy 
Revenant, you are not only getting a great 
single player and multiplayer RPG 
experience, you are also given the necessary 
tools to design your own levels, for you and 
your friends to play through, either alone, 
or in a cooperative game. In addition to the 
editor, you are also provided with every 
piece of art, every sound effect, and every 
3D model that Revenant was built with. 
Enterprising CRPG designers will even be 
able to import their own graphics and 
sounds (along with 3D models and 
animations) into their personalized gaming 
experience. 

The Revenant game world is tile-based, 
but there is no limit to the size that tiles can 
be. This allows for impressive game world 
features that are implemented with an easy 
to understand tile-layout system. Tiles are 
laid out in 3D space on an invisible grid 
(where they line up perfectly next to one 
another), or you can shut the grid off and 
move objects the tiniest bit, so that they are 
in what you consider to be just the right 
spot. Then, you can add such animations as 
glowing runes, flickering torches, dripping 
water, and crashing waves to add vibrancy 
and realism to your level. Adding characters 
to the game is a breeze as well. As an added 
bonus, you will even have some control over 
the game world rules. You can make up 
"character classes" that specialize in certain 
areas, Or you Can put limits on what 
characters can learn. You will be able to 
onjure these characters up from scratch, or 
the ones that Revenant already includes. 
Monsters and NPCs from the Revenant 
world will also be at your disposal. Edit 


THE REVENANT EDITOR— 
PUTTING POWER OF 
PROFESSIONAL CRPG DESIGN 
inTO CONSUVUMERS' HAINDS. 


their attacks, how much damage they 
can do or take, as well as how hard 
they are to hit. You can even determine 
how much experience a character gains 
for killing a monster/NPC and how 
much treasure it will drop. 
Customization is at your fingertips.... 

Aspiring designers will also be 
able to run complex scripts that can be 
used as cut-scenes in their epics. Supply 
your own voice .WAV files for your 
characters in the game. All the power 
of what Cinematix Studios used to 
create Revenant will be at your 
disposal. And, if you do manage to get 
stuck, an on-line hypertext manual will 
help you through some of the complex 
processes. 

So, in a nutshell, you will be able 
to create your Own scenarios 
which can be played as single player or 
multiplayer games. In essence, Eidos is 
progressing the art of being a Game 
Master in a Paper and Pencil RPG and 
enhancing it. Now, instead of laying out 
dungeons on graph paper, you lay 
them out on your PC, with all the traps 
and monsters pre-set for a group of 
players to venture through. And when 
that module is defeated, you can make 
a module tailored towards the new 
power-levels of the PCs. 

The RevEdit game editor is the 
most powerful development tool ever 
released to the public, and we hope 
that it is the first step towards creating 
a virtual Role-Playing community where 
everyone's swords will be raised high 
and their spells ready. 


www.eidos.com 


Revenant is a trademark of Eidos Interactive, Inc. 
Copyright © 1999 Eidos, Inc. All rights reserved. 
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A quick Q & A with Rex Dickson, Lead Designer 
on Revenant, at Cinematix Studios. 


Q: Tell us a little bit about the scope of 
the project. How long has it been in 
development? How large is the team, 
and what's its makeup: how many 
artists, programmers, etc? 


Revenant has been in development for three 
years. Our current team consists of about 25 
people. Most of the current staff joined 
Cinematix over the Spring/Summer of '98. We 
have five artists, five designers, five character 
animators, six programmers, a sound 
designer and a business manager. 


Q: We've seen the press graphics, and 
they definitely look hot. Can you tell us 
what's going to separate Revenant 
graphically from other new games in 
this genre, like Diablo II? 


To begin with, Revenant features 3D 
characters, whereas Diablo II 

uses sprites. This allows us to give our 
characters literally thousands of animations. 
Not only do our characters have hundreds of 
combat animations, but they can act in 
scripted sequences as well which plays a 
major role in the presentation of the 
storyline. One of the other graphical 
differences is that Revenant uses a tile based 
system, where as most of other games in this 
genre are either pre-rendered or full 3D. 


Q: We think that NPC interaction and 
the dialog system are a huge part of 
any RPG, and it can definitely make or 
break a game. Can you tell us a little 
bit about how it works in Revenant? 


Revenant was always intended to be an RPG 
with a very strong storyline. We designed the 
interaction with the NPC's a lot like an 
adventure game. NPC's will converse with the 
main character and at certain junctures the 
player will have to make dialog choices. 
Where Revenant excels is in the personalities 
of the characters. The main character is very 
much an anti-hero. He often uses threats and 
insults when conversing with the other 
characters in the game. 


Q: The combat system sounds very 
different than the norm - kind of like 
an arcade style fighting game. How 
does one control Locke or the other 
characters during combat? 


The combat system is real-time action based. 
It is split up into four different modes. There 
is weapon combat, stealth combat, hand-to- 
hand combat, and bow combat. You can 
defend by blocking or you can double tap 
left, right, or back, to do a doge left, right, or 
backflip out of harms way. Also, in these 
modes are interactive attacks which are 
throws, slams, knockdowns, and fatalities. 
Certain combat moves will be "learned" by 
visiting the combat master in town. This is 
based around the current level of your 
character. For example, you may not be able 
to learn the three-hit chain combination 
attack until your character reaches a certain 
level. So as you progress in the game, more 
moves become available to you. Stealth 
combat allows you to sneak around and 
attempt to avoid detection. Monsters will 
have a vision and hearing" indicator which 
changes color based on their level of 
alertness. You can use stealth mode to try and 
sneak up behind creatures and assassinate 
them. Hand-to-hand mode features punches 
and kicks in "martial arts" style combat. Last, 
but not least, we have bow mode for picking 
off enemies from a distance. 


Q: How many different creatures will 
there be to stand in Locke's way? 
Revenant has 42 enemies including four 
major bosses. 

Q: When will you release a playable 
demo? 


When you read this, there should be a 
playable demo available. 


Go check it out www.eidos.com. 


For information about Revenant 
go to www.eidos.com 
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UPSIDE 


Four sides, each quite different from 
the others; unique campaign structure 
draws you into the storyline 


DOWNSIDE. 
High system requirements, units that 
stand and die without fighting back 


[far left] Zhon’s airforce decimates 
Vernua’s base 


[left] Swarms of undead: the calling 
card of the Necromancer 


[above] Two dragons on patrol 


Total Annihilation Kingdoms 


Like a supermodel with acne, you can still see the beauty behind the flaws 


ith Total Annihilation, 

Cavedog took a “hot” genre 

(the real-time strategy game) 
and refined it into a classic. It did- 
n't bring any radical changes to 
the category's norm but added a 
lot of nice features and subtle 
enhancements; a year and a half 
later, people are still enjoying it. 
Now comes Tota/ Annihilation 
Kingdoms, and it too doesn’t blow 
open the walls of the RTS genre, it 
just bends them outwards a bit. 

Clearly the most radical differ- | 
ence is the milieu. Instead of far | 
future intergalactic battles, 
Kingdoms transports us to a (gor- 
geously rendered) fantasy land 
divided into four kingdoms. The 
immortal rulers of these lands, all 
sired by the same legendary mage, 
have come to blows. Kingdoms tells 
the tale of this war. 

Total Annihilation took some 
heat for having a very shallow 
backstory, and Cavedog has taken 
pains to address this, with only 
moderate success. There is a story 
now (told via mission briefings and 
cut scenes—the latter using a cam- 


TOTAL ANNIHILATION: 


P waa, WD 


233MHz 


Le 2-8 players, 


era panning animation technique 
reminiscent of a Discovery 
Channel documentary), but it isn’t 
very deep, and it takes a good 
long while to really get sucked 
into it. It’s still all about combat 
raging back and forth across a 
stricken world. One new angle 
that will likely prove controversial 
is the structure of the campaign 
that tells this story. Rather than 
four separate campaigns (one for 
each army), Kingdoms wraps 
them all into one 48 “Chapter” 
epic. The player bounces from 
kingdom to kingdom, being the 
“bad” guys this mission, the 
“good” guys the next. 

Because of this structure, the 
campaign remains fairly unpre- 
dictable. The difficulty level waxes 
and wanes. Having a fairly easy 
mission deep in the game can be a 
welcome relief and gives you a 
break from one slugfest after 
another. The downside is it takes a 
long time before you get the high- 
est level units (presumably if we 
were given four campaigns of 
twelve missions, we'd have the ulti- 
mate weapons for the first side at 
mission twelve). 

Power gamers that insist every 
game be a struggle will be disap- 
pointed to learn that the campaign 
never gets really difficult. Those 
that do get hooked by the storyline 
and want to learn what eventually 
happens will welcome the breezy 
pace (the campaign will probably 
take you 30-40 hours, depending 
on how good you are). 

Sadly, Kingdoms didn’t get 


The Verunun isles. Wait’ll Club Med discovers these! 


quite enough polishing time before 
release, and there are some prob- 
lems that would destroy a lesser 
game. First of all, the program is a 
pig when it comes to CPU cycles. A 
266MHz Pentium II isn’t enough to 
handle all the bells and whistles. 
You can turn lots of options off and 
run it on machines as slow as 
200M#z (or so we're told) but for 
the whole enchilada (3D effects, 
1024x768 resolution) figure on a 
400-450 MHz machine. 

There are also some gameplay 
issues. Among the defensive struc- 
tures you can build are walls and 
gates. Curiously, gates can only be 
placed along an East-West axis. You 
can't rotate them to fit into a wall 
running North-South. Unit Al is 


good in most cases, but missing is a 
“roving combat” command. If you 
order a group of units to go from 
point A to point B, they'll obliviously 
walk past enemies to get to point B, 
even if said enemy is attacking. 
Units on patrol behave properly, 
defending themselves and attacking 
enemies, so what we need is basi- 
cally a one-way patrol command. 
Cavedog delivers a map editor 
(Cartographer) that allows scripted 
maps for multiplayer, but not single 
player (you can’t even test a script- 
ed map without having a patient 
friend to sit on the other end of the 
line). Now is there a campaign edi- 
tor. When compared to the tools 
Blizzard shipped with Starcraft, 
Kingdoms’ offering is pretty weak. 


"Sean SalanecdGiantey 
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A line (of Stone Giants) in the sand. No one’s getting past these bad boys 


Gripes out of the way, we can 
get back to what makes Kingdoms 
a gem. The core game is extremely 
well done. The four sides are nicely 
varied: Aramon is the classic good 
guy kingdom, with charging 
knights and trebuchets hurling 
missiles across the landscape, but 
their navy is weak and air power 
basically non-existent. Veruna is 
the kingdom of the sea. Her navy 
has no equal, but she, too, has only 
a weak air force. Zhon is the beast 
kingdom, the ultimate guerrilla 
warriors. They don’t even have 
buildings—their units are sum- 
moned from the very jungle. Zhon 
has a nice variety of air units and 
the formidable Stone Giants, but 
they're weak on the seas. And last 
is Taros, the “evil” Kingdom, ruled 
by a necromancer who has no 
qualms about raising the dead to 
do his bidding. His army is well 
balanced between air and land 
troops, but he has no naval power 
and no “artillery.” At the time of 
this writing, people are buzzing 
over which is the ‘best’ side and so 
far, few people agree—a good 
thing, as it shows that different 
sides work best for different play- 
ers, dependent on personal style. 

Unlike many RTS games, 
Kingdoms makes due with just one 
resource: mana. Scattered about 
the land are sacred stone sites. By 
placing a Lodestone on one of 
these, the mana from the site is 
tapped and diverted into the own- 
ing side's reserves. This change 
simplifies the game, but nothing is 
really lost. Control of the resources 
is still an important part of win- 
ning—you just don’t have to worry 
about who's getting what when. 

Kingdoms is more of a defensive 
game than most in the genre. 
Indeed, stalemates can be a prob- 
lem, as its possible to create an 
almost insurmountable defensive 
perimeter. Offsetting that tendency 


are relatively low limits on the 
number of units a player can con- 
trol. The pinnacle unit is the drag- 
on, and there can be only one of 
these (per side) in the game ata 
time. Units gain experience, and 
the difference between a vet anda 
green unit is remarkable. (Dragons, 
by the way, take 100 kills to reach 
veteran status, after which they 
become truly formidable.) As a unit 
gains experience it gets gold trim- 
mings, So it’s easy to tell ata 
glance where your best troops are. 

The design team has placed a 
stronger than usual emphasis on 
intelligence in Kingdoms. A lot of 
units have terrible “vision,” and 
early on many players will be frus- 
trated by this. The solution lies in 
the parrots, spyhawks and gar- 
goyles—units with no offensive 
capability but great scouting abil- 
ities. Having scouts patrolling 
makes all the difference in a bat- 
tle, as long ranged units will 
attack enemies that the scouts dis- 
cover. Conversely, killing the 
enemy's scouts can put him at a 
severe disadvantage. 

Of course, all the niceties 
you've come to expect from RTS 
are included. These include a 
widely varied game speed, stack- 
ing build orders, queuing up 
unit’s commands ("Go here, build 
this, go there and attack that, 
then patrol between these two 
points. I'll get back to you when | 
can”) and issuing all of these 
orders while the game is paused 
(a nit to pick: the “Paused” mes- 
sage is stuck in the middle of the 
screen and interferes with select- 
ing units—why not put it on the 
top or bottom of the screen?). 

All of these facets merge 
together to make a game that 
delights over the course of its 48 
missions. Once through those, 
though, it’s hard not to pine for the 
first campaign disk. Until then, it’s 
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The end? But what was that mysterious 
package the Necromancer smuggled 
out of the land? 


Use walls to channel attackers into 
killing fields 


off to skirmish mode and multi- 
player. At the time of this writing, 
Cavedog’s Boneyards matchmaking 
service was still in beta and a little 
shaky, but once in a game things 
were solid (eventually there will be 
a “meta-game’—sort of an tiber- 
campaign carried out by many 
online players). Eight players can 
join in the multiplayer mayhem, 
and co-op against an Al opponent 
is offered. If public services aren't 
your thing, you can host a game 
and have your buddies join in via 
LAN or TCP/IP (no serial capability 
is included). Map makers will be 
happy to learn that maps can be 
auto-sent to other players while 
setting up a game to play. The 
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Some higher level units have spells, 
like this Earthquake one. You can’t 
see it from a still shot, but the whole 
screen shakes when this goes off 


While the Taros MageTowers concen- 
trate on the dragon, Aramon knights 
charge! 


maps are small enough that this 
isn't a burden, and Cartographer is 
easy to use. Expect many maps to 
be making the rounds by the time 
this sees print. 

If Total Annihilation is any indi- 
cation, Cavedog will continue to 
refine and enhance Kingdoms over 
the next months. Virtually all of its 
faults can be rectified by a dab of 
Clearisil... er, a patch or two. And 
as with Total Annihilation, Cavedog 
expects to release new units via 
their web site (expect some on our 
CD-ROM as well). It already cap- 
tures the magical quality that 
keeps you coming back again and 
again, and is highly recommended. 
—Peter Smith 


Check out the tips at www.cdmag.com/Home/content/tips.htm| 


A few trebuchets backed up by defensive towers mark the beginning of the 
final siege of the game 
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t's unlikely anyone having the 
patience to finish the enormous 
and epic Might and Magic VI: The 
Mandate of Heaven was left wanti- 
ng, but a year later we have another 
installment of New World 
Computing’s venerable role-playing 
game series. With Might and Magic 
Vil: For Blood and Honor, New World 
has learned from some of the mis- 
takes of the previous version and 
added some welcome depth to a 
series known more for its enormous- 
ly playable hack-and-slash than its 
storylines and adherence to stan- 
dard role-playing conventions. 
Perhaps in response to one of the 
main criticisms of the last version, 
Might and Magic VII features a con- 
siderably beefed up narrative. Set 
in Erathia, the same land as the last 
Heroes of Might and Magic strategy 
game, the game begins on Emerald 
Island, a small self-contained 
region designed to get the player 
up to speed. (It’s a completely arti- 
ficial construct, as you'll never 
return, but it serves its purpose of 
giving the game a slightly gentler 
leaming curve.) After completing a 


MIGHT AND MAGIC VII: 
AN i) aié A a be 
Role-playing 


3D0 


K : 133MHz 
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series of quests in the form of a 
scavenger hunt, you win the deed 
to a castle in Harmondale (which, in 
a wonderful twist, changes as you 
complete certain quests). 
Unfortunately, upon your arrival 
you find that it’s the center (both 
literally and figuratively) of a land 
dispute between the human leaders 
in Erathia and the elfin lords of 
Tularean Forest. Upon further exam- 
ination, it turns out the conflict is 
about more than land—the actual 
struggle is between the dark and 
the light, represented by the mages 
of The Pit and Celeste respectively. 

On a fundamental level, the 
story has nothing which gives it a 
giant leap over any competing 
product. But it does force players 
to make a choice about midway 
through the tale, one with reper- 
cussions in other parts of the game. 
After a certain event, players are 
forced to take sides in the conflict. 
It ultimately decides whether your 
party will follow the way of the 
light or dark, and the game’s inter- 
face changes accordingly. Each 
side has its own unique questions, 
class promotions and spells, and in 
a few instances your choice of sides 
affects how you're treated in cer- 
tain locations—well, at least two 
(Celeste and the Pit). 

While the introduction of two 
sides, and the shades of gray 
you're forced to explore when con- 
sidering which to choose, is a mar- 
velous addition, its potential is 
ultimately what makes the actual 
implementation appear weak. Not 
enough actually happens when you 


Might and Magic VII 


This pleasurable journey through Erathia is not without its bumpy stretches 
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Lots of entertaining gameplay, new 
additions add some depth 


DOWNSIDE 


Sense of familiarity pervades most of 
the game. Low technology 


[above] You’d expect someone named 
Judge Sleen to be on the “light” side 


[far left] The best way to handle 
Titans—fly over them while invisible 


[left] Nothing like a good suit of 
armor and a blaster 


[below] Oh dear, every gamers night- 
mare—the maze 
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"MM7 being just like MM6 is fine by me. ...the graphic and interface 


changes are welcome.” 


—Warren Smith, Jr. 


‘I've got to say that I’m totally unimpressed. With this being based on 
the engine used in [the previous game], it doesn’t make much room for 
improvement (or they just didn’t try hard enough). | suppose it’s still 


worth it for the hardcore fan, though.” 


———— 


—Jason McJuicy 


"I’m enjoying all the little things they’ve added. Because of the improved 
Skills it’s extra tough/interesting to build a group. Movement during turn 


based combat is great.” 


make the choice. It’s hard not to 
imagine a game where every non- 
player character has a set of per- 
sonality variables that cause differ- 
ent reactions based on the player’s 
decisions in the game. The end 
result could be a sort of pseudo 
persistent world game. Shooters are 
creating deathmatches against Al 
opponents; why not beef up the Al 
for NPCs in RPGs? 

(To be fair to Might and Magic 
Vil, none of this theorizing serves 
as a critique of the game itself. It’s 
not fair to criticize it for what could 
be when in fact no one has imple- 
mented what was described above. 
And in the interests of full disclo- 
Sure, my perspective on the 
light/dark choice comes from com- 
pleting the game on the “light” 
side and dabbling in the “dark.” 
Outside of people telling light 
players they can’t become liches, 
there appears to be few overt 
change to the game, and the story 
eventually converges back to the 
same narrative path.) 

The fundamental core gameplay 


—Rick Weinberg 


retains the same flavor of its prede- 
cessors. You control a party of four 
adventurers walking around mas- 
sive 3D environments, talking to 
people, accumulating quests and 
tasks, solving them, getting expe- 
rience, hoarding gold, buying new 
goodies, upgrading characters, ad 
infinitum. This game, as with pre- 
vious versions and games like 
Diablo, is a massive carrot dan- 
gler—there’s always a thrust for- 
ward to find the “next cool thing.” 

New World has really beefed up 
the class system, forcing you to 
make distinct choices based on 
your play style when creating your 
first party. Unfortunately, by 
blocking certain classes of charac- 
ters from acquiring certain skills 
(something which appears arbi- 
trary to non pen-and-paper play- 
ers), the developers have turned 
parts of the game into exercises of 
the old “save/restore” style of play, 
especially when confronted with 
locked chests. 

Because the combat in the Might 
and Magic games is very mechani- 


cal in nature—it’s more about 
mowing down rows of bad guys 
rather than the tactics required in 
the Heroes strategy games—it walks 
a fine line between entertainment 
and tedium. Fortunately there are 
considerably fewer monsters wan- 
dering around the countryside in 
this game, and many can be 
avoided. (You can also lure mon- 
sters into towns, allowing you to 
get assistance from able bodied 
locals—if they get killed, you can 
loot their corpses.) However, what 
the monsters lack in numbers they 
often make up for in difficulty— 
facing down a half-dozen Titans is 
a daunting task indeed. 
Unfortunately, high expectations 
for computer game sequels man- 
date myriad improvements, mostly 
technological, and on that front 
this game is unable to deliver. One 
addition to the game, support for 
3D accelerators, is a perfect exam- 
ple of getting what you wish for 
and, upon looking at the imple- 
mentation, finding it wasn’t at all 
what you really wanted. Mandate 


The dark side does have a better 


You don’t want to go here if you’re playing the “dark” side 
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of Heaven lacked 3D acceleration, a 
decision that was met with a vocal 
outcry of derision; however, 
because it had a software-based 
engine, we were willing to cut the 
game some slack for its mediocre 
3D engine and homely 2D sprites. 
The newly 3D accelerated For Blood 
and Honor doesn't have that luxu- 
ry—it's just homely. While a few of 
the clipping problems that plagued 
the last version have been 
addressed, it looks like the entire 
game has just been run through a 
blur filter. People look like 
smudges at a distance and collapse 
into a blurry mess of pixels up 
close. While some graphic effects 
accompany spells, the engine’s 
overall performance still seems 
sluggish given the quality, or lack 
thereof, of the visuals. 

On a bigger level, there’s little 
harmony to the graphic look of the 
game. Some of the static screens, in 
particular the entrances to major 
castles and caverns, are spectacu- 
larly detailed. The pre-rendered 
cut scenes, never a strong suit of 


New World's games, are wildly 
divergent in their quality, with 
most landing somewhere south of 
mediocre. The sound effects are 
mostly carryovers from the previ- 
ous game, but as with the 3D 
engine and cut scenes, they serve 
their purpose. It’s just a bummer 
they don't follow the lead of New 
World's music department, which 
once again does its job do it with 
élan (opera makes a return to the 
Might and Magic musical world). 

All of these plusses and minuses, 
though, could be applied to most of 
the games in the series. There's a 
certain comfort level you immedi- 
ately feel with the game, and if you 
can get over the hurdle of it being 
too familiar too soon, you'll once 
again find yourself drawn into the 
game. Oddly enough, even this is a 
familiar feeling—it’s the same one 
we felt playing Might and Magic IV 
and V, Clouds of Xeen and Darkside 
of Xeen. They were released closely 
after one another, and the down- 
time after the first wasn’t long 
enough for some players to 


This lovely place is where all the most fashionable demons hang out 


recharge the batteries for another 
long, drawn out journey through an 
all-too similar gaming experience. 

In the end, Might and Magic VII 
still has that little something—an 
element that often proves incredi- 
bly difficult to articulate—that 
compels the player to plow 
through to the end. It’s a common 
thread that runs through all of the 
games produced by New World, a 
feeling you get that they’re craft- 
ed by hardcore gamers for hard- 
core gamers, that they coddle 
players in a friendly and intuitive 
interface that delivers non-market 
researched gameplay. There's 
never been a real sense of conti- 
nuity in the Might and Magic uni- 
verse, as fantasy mixes somewhat 
uneasily with science-fiction, and 
a rather loopy sense of humor per- 
vades the whole affair. It’s as if 
they're not taking any of it partic- 
ularly seriously, just creating an 
entertaining gameplay experi- 
ence. With For Blood and Honor, 
they've succeeded once again. 
—Steve Bauman 


Join the discussion at www.cdmag.com/Home/?forum=/cgi-bin/WebX?13@@.ee6e058 
Check out the tips at www.cdmag.com/Home/content/tips. html 
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Here’s the “Hive” of this game in 
rendered form... 
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aming has a long, occasionally 
( illustrious, and often ludicrous 

relationship with the movies. 
When things go right, we get a 
gem like TIE Fighter. When they go 
horribly wrong, out comes a Men in 
Black. With Aliens Versus Predator, 
Fox Interactive has captured the 
look and feel of the three playable 
characters painstakingly enough 
that you will be convinced you are 
a Predator, Alien or Marine. The 
game is so evocative of the movies 
that you'll spend the first few levels 
leaning back in your chair and say- 
ing “wow. 

It's tough to choose which race 
to play, so here’s a quick field 
guide. In the movies, the Alien 
introduced the fear of evil face- 
hugging organisms implanting vic- 
tims with their demon seed—one of 
the few alien procedures that 
makes an anal probe seem benign. 
In the game, it has the weakest 
constitution, but can kill humans 
with a single swipe of its claws, tail, 
or crazy H.R. Giger-jaws. If you can 
sneak up on your quarry and line 
them up just right, you can bite 
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their heads clean off for a surge of 
energy. In fact, carving up victims 
is the only way an Alien can 
replenish health. Getting to that 
health isn’t always easy, as a 
Marine or Predator will make quick 
work of a charging xenomorph. 
Luckily you have the Spider-Man- 
like ability to cling to any surface, 
Flash-like speed, and the ability to 
leap four stories in a single bound. 
After a few dizzying minutes get- 
ting used to the wide-angle view, 
you will be running through air 
ducts and dropping down onto the 
heads of hapless human hors 
d'oeuvres, homing in on their 
pheromone auras. The mantra of 
the Alien is “hit fast, hit hard, and 
bite ‘em in the head.” 

In addition to extraterrestrial ser- 
ial killers, there is the rather pedes- 
trian option of playing their fodder, 
the Colonial Marine—an experience 
largely composed of waiting in ter- 
ror for something to happen. Like 
the movies, you have a motion 
detector, as well as a light intensifi- 
er that allows you to see in the 
dark... but you can’t use both at 
once. It’s good to see a game that 
can actually make you jump in your 
seat—wandering the claustrophobic 
tunnels with the lights off and the 
motion detector beeping away is an 
exercise that is not for the faint of 
heart. Your arsenal (including 
weapons from the movies) is formi- 
dable, however, and Aliens are easy 
kills once you spot them. 

Those who believe character 
classes in a game should be bal- 
anced will chaff at the powerful 
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Great characters, great graphics, great 
sound, great multiplayer 
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[left] Teaming up with a Predator can help to even the odds a bit 


Can’t save during missions, single 
player missions sometimes mediocre 
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[above] An Alien that charges a Predator head-on is a dead Alien 


Allens Versus Predator 


Ladies and gentlemen, boys and girls, the bout you've all been waiting for... 


THE BUZZ 


“OK, the game is 
really cool. | love the 
three different races, 
it makes it really 
interesting. But you | 
can only play online 
through MPlayer. 
They should have 
spent a little more 
time on this issue. 
Besides that, it is a 
great game.” —Jerry 


Predator. In the movie, it spent 
much time running around while 
invisible, skinning folks and taking 
trophies and occasionally wrestling 
with mud covered Austrians of 
questionable acting ability. In the 
game, the Predator’s main weapon 
is stealth. He can cloak at will, has 
the world’s best telephoto lens, and 
uses view filters that make his prey 
Stick out like Steve Buscemi in one 
of those “50 Most Beautiful People” 
articles. The sound of the wrist con- 
sole and the targeting reticule will 
make even jaded gamers smirk 
knowingly. Despite the detail 
hounds that will cry “when 
Predators take trophies, they want 
the whole spine—at least three lum- 
bar vertebrae are missing,” the 
Predator wins the “closest to the 
movie’ award hands down. 

The levels are well designed, and 
everything has the grungy, deso- 
late look of pitiful dereliction that 
was so delightful in the films. 
Character models are hierarchical 
(techno-babble for “you can bite 


“Ay caramba! This 
game rules, but it is 
tough! | hope there is 
some truth to the 
rumor that a patch is 
coming that'll enable 
saving...” [At press 
time, Fox announced 
such a patch. And 
there was much 
rejoicing. —ed] 

—Dan Simes 
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“| was worried at 
first about the no in- 
game save thing, but 
after playing for 
awhile it really is no 
big deal. It really 
adds to the already 
great amount of ten- 
sion when playing, 
and makes passing a 
level that much more 
rewarding.” —Pagan 


heads off”), so things get gory. 
When you carve up corpses for sus- 
tenance, body parts fly every which 
way, blood spurts from the meaty 
stumps of former arms, and gore 
covers the walls and floor. It is 
pretty cool, actually, though it’s 
not for the kiddies. 

Aliens Versus Predator also uses 
another feature that hasn't been 
done very convincingly before 
now—true dynamic lighting. The 
atmosphere can shift quickly when 
an Alien scuttles through a level 
destroying all the lights, forcing 
Marines to eschew their motion 
detectors so that they can see. The 
game engine also features rain, in- 
game full-motion video, reflective 
surfaces, and some of the most 
realistic water ever seen in a 3D 
game. Simply put, this game looks 
as good as it plays, and character 
Al helps suspend disbelief. When 
faced with an Alien, humans react 
in different ways. Some yell and 
open fire, some run screaming, and 
others just whimper and cower ina 
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Beacnext has killed a praetorian 


corner, making it easy to bite their 
heads. They also do some stupid 
things: at one point in the game it 
is possible to lure a couple of 
marines under an elevator and then 
squish them with it. Alien Al is dead 
simple: they just run at you and try 
to eat your head, using the walls 
and ceilings to great effect. 

It’s difficult to write an engine 
from scratch and use it to build 
tense and believable environments. 
It's even more difficult to model 
licensed characters to the standards 
that thousands of fans know inti- 
mately. To top it off, developer 
Rebellion had to give the characters 
something to do. In most movie- 
based games, this is where things 
go horribly wrong. In Aliens Versus 
Predator you can at least leave out 
“horribly.” The single player game 
consists of straightforward and 
shallow sets of missions for each 
character. Cliches abound: the 
Predator is out for blood after 
humans capture a fellow hunter, the 
Marines are trying to clean up yet 
another self-caused disaster, and 
the Aliens are just trying to sabo- 
tage everything and bite heads. Up 
to five bonus levels for each race 
are available (depending on the 


[below] “The better to eat you with, 
my pretty...” 


[right] He prefers the term “artificial 
human” 


Ceiling, wall, floor—it’s all the same 
to an Alien 


[far right] Look familiar? It’s the con- 
trol room for “mother” 
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difficulty level at which you finish 
the standard campaigns), for a 
total of 32. 

These sorties generally consist of 
objectives like “escape through door 
Y, for which you need key X, which 
is through door Z, which requires 
card W, shake with ice and strain 
into a chilled glass... and bite some 
heads while your at it.” Mission 
briefings are given via in game TV 
screens for Marines, and by the 
magical narrative fairy for the other 
characters. It is the epitome of a 
Quake clone, but it must be (grudg- 
ingly) admitted that the uniqueness 
and familiarity of the characters 
allows the game to scrape (narrow- 
ly) by on even mediocre missions. 

The inability to save between lev- 
els is not forgivable, however. This 
“feature” may make the game more 
suspenseful, but it does so only to a 
certain extent. Given some fairly 
long levels and more than a handful 
of instant death surprises, it doesn’t 
take a master logician to see that the 
game becomes repetitive. The first 
few tries are fun, but the game 
becomes “get through first part of 
level, die, geta little farther, die, get 
a little farther, die, lather, rinse, 
repeat, die.” This is fine for kids with 
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a day to kill with Mario, but not for 
adults who have to sneak in an hour 
here and there. It is possible that 
some players really don’t want to 
save in the middle of a level, but 
they should at least have the option. 

On the other hand, how many 
people are buying this game for the 
single-player levels? Mowing down 
hordes of Al Aliens or biting CPU 
heads is one thing, but the consum- 
mate test of one’s skills comes from 
facing other people. In addition to 
LAN and IP options, the game can 
be played for free through the 
Mplayer network. Most of the time 
there are tons of people and several 
games going on, and aside from 
the occasional failed attempt to 
connect, it is a painless and bug- 
free affair. Once the fray is joined, 
the diabolical balance of the game 
becomes apparent—whoever is 
master of their character reigns 
supreme. While the Predator can 
generally walk around with impuni- 
ty, Aliens who try and slug their 
way to victory will soon be nothing 
but a splash of acid and a bad 
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[far left] Marines stand a better 
chance when they work together 


[left ] Color this marine dead 


You can run, but you can’t hide 


[above] Try not to lose your head 


memory. Xenomorphs who keep to 
the ceilings and walls, destroy 
Marine and Predator powerups, and 
use their speed have a chance to 
survive. Marines fare best when 
they stick to the age-old strategy of 
“get gun and travel...fast”. In addi- 
tion to straight and species (team) 
deathmatches, you can also play 
tag, co-op against alien hordes, 
and “last man standing ’—a varia- 
tion on king of the hill. 

In many ways Aliens Versus 
Predator is a revolutionary game, 
the kind that curmudgeonly critics 
dream of when criticizing the genre 
as stale. The three completely dif- 
ferent characters, tense multiplayer 
gameplay and eerily accurate evo- 
cation of the films comes together 
in a satisfying and mostly bug-free 
package, which is an all too rare an 
occurrence these days. Like the 
movie Aliens the game has its 
rough edges, and like Predator 2 its 
glaring flaws, but it flaunts its film 
licenses with aplomb, and man- 
ages to be damn entertaining 
along the way. —Nathan Smith 
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Descent 3 


The new ‘99 model has some nice features 


hree years after the release of 

Descent II we finally have its 

sequel, the imaginatively 
named Descent 3. The second 
installment was hyped with a mul- 
timillion dollar TV ad campaign 
featuring the likes of Rodney 
Dangerfield and Jenny McCarthy 
tell us “You're going down.” The 
game itself was largely just more 
Descent, with a few changes and a 
bigger roster of enemies and 
weapons. Since then, the develop- 
ers (Parallax Software) split into 
two companies—Volition, known 
for the Descent: Freespace line, and 
Outrage Entertainment. Volition 
obviously took the franchise in a 
different direction with Freespace, 
though they’re currently develop- 
ing a “proper” Descent game with 
Descent 4. Outrage took their sweet 
time to make what they felt was the 
seminal Descent game, a true 
sequel of sequels. 

Descent 3 starts off pretty much 
the same as the previous iteration. 
A full-motion video introduction 
sets the stage for the game’s plot. 
There are only a handful of these 
videos throughout the game, but 
unless you enjoy watching the 
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Incredible Plastic People try to 
develop a plot, you're not missing 
much. Yes, that’s right, the latest 
Descent game makes a serious 
attempt at having a plot. It only 
half-succeeds. The story of the 
Material Defender (you) and his 
struggle against the evil leader of 
the P.T.M.C. really doesn’t have 
much to do with the actual game- 
play. You can completely ignore it 
and still accomplish all the mis- 
sions. Knowing the reason why you 
have to go flip some lever or collect 
some icon doesn’t really make it 
much more entertaining. Being ina 
ship fighting robots infected with 
an evil virus just doesn’t provide 
the kind of personal connection 
necessary to make players feel as 
though they’re part of the story. As 
such, the story is told mainly 
through the short text of the mis- 
sion briefings between each level, 
rather than with elaborate scripted 
events during the game. 

An effort was obviously made to 
break away from the “red key, yel- 
low key, blue key, blow reactor, 
get out © formula of the first two 
Descent games. Each level has mis- 
sion-based objectives that provide 
far more variety. One mission, for 
example, is a prison-break. Your 
objectives include finding the pris- 
oner, getting him transferred to 
minimum security and opening the 
force field that will allow the trans- 
port ship to pick him up. Some 
objectives are interesting puzzles 
that require a little thought, but 
the vast majority are of the stan- 
dard “go here and hit this trigger” 
variety that has been popular in 
most shooters. The whole experi- 
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THE BUZZ 
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It’s Descent, all modernized 


[above left] What would descent be 
without a killer automap? 


[above] Let’s see...red is positive, and 
green, no wait...green is positive... 


[left] Some of the new weapon effects 
are pretty impressive 


"As for multiplayer, that's worth it in itself. All of the weapons rule. And, 
most of the levels to play on are really cool in one way or another." —Rake 


“The single player, for the first time in a Descent game, is very com- 
pelling. The levels are varied and completely different from one another. 
The multiplayer is divine—I've abandoned the Q3test and Unreal 


Botmatch and the rest." 


—Fraz 


ence is about as involving as 
Quake //. The attempts at a plot 
and mission structure are a defi- 
nite step up from the monotony of 
Descent II, but don’t a Half-Life- 
style attempt at interweaving a 
Storyline with the action. 

This ultimately turns out to be 
the only real downfall of the 
game—it doesn’t innovate. Those 
who have been faithfully waiting 
for “more Descent” over the last 
three years finally have the game 
they've been waiting for. Despite 
its gestation period, it doesn’t 
make the same leap in its category 
that Half-Life did for Quake-style 
games. Graphics, sound, and net- 
working have been updated, but 
the game design is still a couple 
years old. 

Players are once again thrust 
into a series of corridors with 
enough twists and turns as your 
small intestine. Descent games 
have always offered a fantastic 
auto-mapping feature, and the 
third installment is no exception. 
Gone are the days of a simple wire- 
frame map. Replacing them are 
flat-shaded polygons that provide 
more detail and make it easier to 
recognize where you are and how 
to get where you want to go. A 


great automap alone won't get you 
through the numerous twisting 
passageways, though. Finding your 
way to your next objective can still 
be rather difficult, and that’s where 
the GuideBot comes in. Learning to 
use the GuideBot menu well is the 
key between making this game a 
joyful exploration of subterranean 
tunnels or suffering through a frus- 
trating exercise in “how to get lost 
in a hurry.” The handy little 
GuideBot can find your next objec- 
tive for you, lead you to powerups 
and even whip out the fire extin- 
guisher when you've been torched 
by an enemy robot with a pen- 
chant for pyrotechnics. 

You'll need all the help you can 
get, too, as the Al for the robots 
puts up a good fight, even on eas- 
ier difficulty levels. To say the 15 
regular levels and two hidden lev- 
els are large and complex is like 
saying that Jar-Jar Binks is a little 
difficult to understand. Between 
the huge levels and tough oppo- 
nents, the single-player missions 
in Descent 3 will keep players 
involved for quite a long time. 
Still, it never really becomes frus- 
trating. Outrage wisely chose to 
give the player infinite lives, so 
getting past a tough area is typi- 


GB: IM GETTING “ATTACKED! 
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cally just a matter of grabbing the 
scattered powerups from where 
your last ship blew up, and get- 
ting a few more shots in on those 
tough opponents. Those with more 
skill will get through the game 
more quickly, but the ability to 
finish has more to do with persis- 
tence than piloting skills. 

Of course, no game released 
over three years after its predeces- 
sor can get by without a major 
technology overhaul. Descent 3 
boasts the addition of outdoor 
areas, and the seamless transition 
between indoor and outdoor areas 
is handled with aplomb. Thanks to 
the magic of several-hundred 
megahertz processors and zippy 3D 
accelerators, the levels are more 
detailed and colorful than ever 
before. You'll find interesting 
structures in every level, lit up by 
the colored glow of missile fire and 
laser blasts. Many of the visual 
effects are subtle, delivering a 
more believable overall aesthetic 
than the disco-like effects of other 
games. Still, all the nifty effects 
you re used to seeing in a modern 
shooter are there, including scorch 
marks on walls, cool weapon 
effects, spectacular explosions, 
fancy missile trails, flowing lava, 
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Bosses will likely cost multiple lives to defeat 


Enemy robots come in all shapes and sizes, including some ground units 
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etc. Overall, the game looks every 
bit as good as the best of the tradi- 
tional “on foot” first-person shoot- 
ers. You'll need a pretty beefy 
computer to turn the detail levels 
up very far, but even at more mod- 
est settings the game is beautiful. 

The sound is likewise some of 
the best you'll find anywhere. 
Interesting techno tunes change as 
your ship enters new locations. 
Sound effects are distinct and 
powerful, and are delivered in 
convincing 3D using either 
DirectSound 3D, A3D or EAX. Those 
with good speaker systems will 
find that Descent 3 gives it quite a 
workout, and is one of the best 
games available to show off new 
audio hardware. 

Modern shooters are almost 
expected to ship with a functional 
Internet multiplayer component. 
Descent 3 really shines in this area, 
delivering rock-solid performance 
on standard dialup modems and 
easy connectivity via an in-game 
connection to Parallax Online. This 
free service allows players to easily 
find and host games of different 
types, and ranks players based on 
performance. Direct modem and 
serial connections are also sup- 
ported via DirectPlay, and Quake- 
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style shooter lovers will be happy to 
know that the game ships with both 
| a dedicated server and GameSpy 
support. While these features are 
quickly becoming commonplace, 
the sheer number of multiplayer 
variants included is truly excep- 
tional. Players have several varieties 
of co-op, teamplay, and death- 
match games available. Most are 
typical, like Capture the Flag, but 
others are more original, like 

| “Monsterball”, where players score 
by hitting a ball into their oppo- 
nents’ goal. Furthermore, the game 
is quite extensible. A level editor 
ships with the game, and a Software 
Developer's Kit is already available 
for download to help MOD authors 
create their own game variants. 

! Another nod to the first-person 
shooter crowd is the inclusion of 
the mouse as a control device. 
Those used to mouse-and-key- 
board control will find themselves 
right at home with Descent 3, 
though the joystick jockeys haven't 
been ignored either. With the move 
| away from DOS, far more con- 


Watching cyclone missiles track a target is impressive 
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trollers are supported. These are 
not the only subtle changes that 
have dramatic impact on the 
game—the cockpit views obscure 
far less of the screen than before, 
for example. At high resolutions, 
larger fonts are used for messages, 
so they remain readable. A training 
mode helps acquaint new players 
with moving and turing along 
three axes. Truly, a lot of thought 
went into making a daunting game 
much more accessible. 

When all is said and done, it’s 
still Descent. There are changes 
and improvements too numerous 
to mention, but the core of the 
game is still flying around 
labyrinthine tunnels, blasting 
renegade robots with a variety of 
weapons and missiles, and drop- 
ping mines in your path. There’s 
more than enough refinement to 
bring the Descent franchise up to 
date, and those who liked the first 
two games will absolutely love 
Descent 3. Ultimately, it’s “more of 
the same” done exceptionally well. 
—Jason Cross 


Join the discussion at www.cdmag.com/Home/?forum=/cgi-bin/Webx?13@a@.ee6df96 
| Download the demo at www.cdmag.com/articles/015/171/ 
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Tales of the Sword Coast 


Khalid and Jaheiras’ Excellent Adventure Part II 


44 Wye, give mea blade of 
strong steel in me hand and 
a well-spoken mage at my 
side. Together we can take any 
dungeon, any beast.” 

Once, in the not-too-distant 
past, those cries would have fallen 
on deaf ears. During the now-infa- 
mous mid-nineties CRPG lull, the 
toughest dungeons were the bot- 
tomless pits of failed designs, and 
the fiercest beasts the deadly-dull 
CRPG releases. But Ba/dur’s Gate 
(among other RPGs) changed all of 
that. Nominated for everything 
short of the presidency, the five- 
CD-ROM escapade was everybody's 
everything for 1998. 

Of course the folks at Interplay 
are no Hobgoblins when it comes 
to recognizing money that needs 
making. And before we could say, 
“I'd like to re-fight that last bat- 
tle,” here is the Baldur’s Gate’s 
expansion, Tales of the Sword 
Coast. Although an add-on, it 
takes place neither before nor 
after the events of the original 
game, but rather just before that 
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Follow the leader 


climactic end thing that all RPGs 
share. Once installed, three new 
quests and their attendant sub- 
quests will inhabit your comput- 
er. The package also includes 
Roger Wilco, a communication 
program that allows you to speak 
in semi-real-time with the other 
members of your party. Gone is 
the frantic clicking and typing. 
Now you can honest-to-God yell 
at someone who screws up. You 
gotta love that. 

You will be imported into 
Swords (with the rest of your 
party) and plopped into the vil- 
lage of Ulgoth’s Beard. The Beard 
serves as your HQ throughout the 
game and its local characters trig- 
ger the new adventures. The quests 
are neither for the weak of heart 
nor light of sword. Each is a 
smacker ‘n clasher. Fortunately, 
Black Isle raised the character level 
cap and, make no mistake, you 
may need level nine characters to 
conquer the dangerous environs of 
the Sword Coast. The Ice-lIsle, 
where powerful Mages are impris- 
oned, is the easiest crusade. 
Durlag’s Tower is by far the tough- 
est dungeon to clear, and is the 
hardest thing in the game. But 
none are a walk in the park. Those 
with weak characters might want 
to spend some character-buffing 
time with the first five discs before 
entering Ulgoth’s Beard. 

On the other hand, those 
unfaithful few who expunged the 
game from their computer can 
restart the original, play awhile 
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If you liked Baldur’s Gate, here’s more 
of it. Plus you get Roger Wilco... 


and then close the game. If you 
subsequently install Sword Coast 
and import your party, the game 
will fix you up with a nice six- 
member team of high-level folks. 
Not a bad way to ensure you have 
the right people for the job. 

Unfortunately, you may need 
more than high-level characters. 
Patience will also be in order. The 
game at one time or another 
crashed on all three of the com- 
puters on which it was installed. 
What can you say? Whatever the 
reasons for all the crashes, the net 
result was frustration. Hence we 
have a product that probably runs 
well on most computers, but 
might not on yours. 

On the other hand, the proof is 
in the game. There is nothing radi- 
cally new here. If you liked Ba/dur’s 
Gate, you'll like Sword Coast. At 
least, most will... it does wear a bit 
thin after the 1000th monster slay- 
ing. There are a handful of new 
monsters and a few new spells. 
Additionally, the play balance has 
been altered to place a little more 
emphasis on magic users than there 
was before. 

The interface has also been 
tweaked. Most characters get a new 
weapon slot. Now, you need not 
get waxed while you're looking for 
that Morning Star. It’s still not 
clear, though, why you can’t pause 
the game while in the inventory. 


ty 
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A few bugs here and there 


Looks like that’ll hurt 
A Baldur’s Gate fishing expedition 


We humans are not quite as fast as 
Our computers. So we are already 
at a decided disadvantage in com- 
bat. No one slashed the AD&D pen 
and paper players because they 
couldn't roll the dice fast enough 
to kill a Troll, so why sweat it in the 
RPG version? 

Tales of the Sword Coast is a 
solid add-on to an excellent title, 
one that certainly delivers its 
money's worth. If you enjoyed the 
original (and who didn’t?) you'll 
definitely enjoy this. —-Mark Walker 


Join the discussion at www.cdmag.com/Home/?forum=/cqi-bin/WebX?13@@.ee6e97d 
Check out the tips at www.cdmag.com/Home/content/tips. html 


No regulation 

In my day, comic books caused 
teenage violence, and Congress 
(having nothing better to do) held 
hearings on the issue. Television and 
Rock and Roll soon superseded 
comic books as causal agents of 
juvenile dysfunction. And the beat 
goes on, with the likes of Henry Hyde 
proposing another piece of nonsen- 
sical legislation. [See page 46. ] 

My own views are based on evo- 
lutionary biology. Aggression, in 
moderation, has been a good sur- 
vival trait for the human species. 
Most of us are willing to use vio- 
lence in defense of ourselves, family 
or friends. Unfortunately, part of 
the price we pay for this adaptive 
trait is a small proportion of indi- 
viduals with a strong propensity 
toward uncontrolled violence. This 
is asimplified view and | am nota 
genetic determinist. Environmental 
influences do play a role in the 
threshold and focus of aggressive 
behavior, but probably have a min- 
imal impact on those with a genetic 
predisposition for extreme violence. 

Obviously this is an area that 
needs more scientific research and 
not another swarm of studies that 
attempt to substitute correlation 
for causation. And the very last 
thing we need is government requ- 
lation of the contents of video 
games, television and the Internet. 

Edward Matalka, Ph.D 


Thanks 


Thank you for raising the issue of 
gaming violence to the industry 
and it’s end user, the gaming pub- 
lic. Each month | hope the maga- 
zine won't have some five headed, 
fire spitting, spine crushing, Diablo 
Jr. wreaking havoc on the cover 
that my kids will see. You see, my 
wife and | care about what our 
family sees and experiences. So, | 
have become quite skilled at 
removing generally one third of the 
ads and articles from each issue 
(OK start the hypocrisy-censorship- 
squawk machine now). 

The point is, each person knows 
deep down the lasting impact that 


culture in all of it’s forms 
(audio/visual/tactile) has on their 
well being. Our kids know that the 
(real) world has good and evil in it, 
and as parents we are trying to 
show them that the way to survive 
and flourish is to have discernment. 
Bottom line: Advertisers, use 
your conscience as a guide in 
designing ad art that doesn’t tear 
apart the sanctity of human (or 
other-worldly) life. Raise the cre- 
ativity bar, OK? Gamers, be dis- 
cerning. Just stop for a moment 
and think about how the game 
you are about to play will affect 
how you will relate to real people 
when you turn the computer off. 
And finally, turn the computer off. 
Jack Faulkner 


We support any parent's decision 
to moderate what their children 
read and view. You are, after all, 
the best judge of what is best for 
them. —ed 


Gun crazy 
Now you know how the gun own- 
ers feel every time a nut uses a 
firearm to commit a crime and the 
media hype that follows blaming 
guns for the crime problem and 
not the individual that committed 
the crime. 

Sheldon McNickle 


Lord help us all if some guy tries to 
kill someone by throwing a Quake 
CD at their head. —ed 


| read the news 

today, oh boy 

I'm sick and tired of the news 
industry. Why? I’ve been trying to 
hold back my thoughts for a long 
time, but a gamer’s voice must be 
heard. The news industry is literally 
looking for blood in game devel- 
opers and publishers. 

Why do the news reporters 
blame the publishers and makers of 
the game? It’s the gaming commu- 
nity that wants it, not the publish- 
ers. Do you really think just because 
the news makes an ass out of the 
gaming industry, id will stop mak- 
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Killing ambition 


Does playing violent video games lead to mass murder? If you only 
read the headlines of news stories you might easily jump to this con- 
clusion. But in order for people to manifest the type of violence wit- 
nessed in Littleton Colorado there must be an “ambition to kill.” 

In the type of video games being blamed for this tragedy, weapons 
and ammunition are found lying on the ground. The player simply 
walks over the gun/ammunition and can use it. When a child stops 
playing the game and does not find a “rail gun” lying at their feet, the 
“fantasy” of the video game is broken. The child is now firmly rooted 
in the reality of the situation—this is not a video game. If the child 
wants to commit a crime, he must take action to find a gun and 


ammunition. 


Killers such as the ones in Littleton hide their weapons and plans, 
giving only “hints” at their dark intentions. These “hints” are what 
most mental health professionals call “cries for help.” This is in sharp 
contrast to most violent video games where the characters openly 
flaunt their weapons. This is further proof that the killers can distin- 
guish between fantasy and reality. If they believed that the games 
were reality they would be acting exactly as the game characters do. 
They know that they should hide the weapons and their plans—they 
know that what they are doing is wrong. They will openly play the 
games, but in the real world they hide their intentions. 

If a child is skilled at a baseball video game and attempts to play 
“real” baseball he will quickly find that there is very little correlation 
between the videogame and playing baseball in real life. The child 
will realize this and have (usually) one of two responses: give up real 
baseball for the video game version, or practice the real version to get 
better. The second option involves an ambition to play baseball. 

Video games are fantasy, any mentally stable teenager knows that. 
They are the topic on the surface, a convenient scapegoat for people 
who do not want to probe deeper into the problem of where the 


ing Quake /I/ Arena? No way. It’s 
like blaming Colombian drug lords 
for the drug problems in America. 
What most news reporters do is 
look at everything in black and 
white: whether its the evil computer 
gaming industry or the nice guy 
who happened to save a baby. They 
don't realize there is this little gray- 
ish fuzz called reality. The game 
industry is just supplying the 
demand for games while just maybe 
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“ambition to kill” comes from. 
Violent games such as DOOM, 
Quake, etc. are very popular— 
indeed violent entertainment is 
very popular in our culture. Why 
is this? Answer this question and 
therein lies your answer to why 
kids kill. 


Michael Zarozinski 
Louder Than A Bomb! Software 
www.LouderThanABomb.com 


the man saved the baby because he 
wanted to be seen on TV. 

So what is today’s reality? Game 
companies will keep on making 
bloodier games, and some crazy 
kid might shoot people. Life goes 
on. | don’t want to sound cold or 


| harsh, but is it really a game’s fault 


that caused the incident at 


| Littleton? We'll never know. But 
| please, don’t blame games. 


Peter C 
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‘DRAKEN: ORDER OF 
THE FLAME is an 
action-adventure that 
blends aerial & 
ground-based game- (siege 
play in a beautiful 3D je 

world. As Rynn, a jr 
warrior-heroine with a 
savvy attitude & a 


quick sword arm you (engee™ 


team up with a pow- 
erful dragon named & 
Arokh. Played in 3rd FF. 
person perspective, 
Drakan combines 
hand-to-hand combat 
using over. 50 
| weapons with a 
unique flight engine 
that allows you to bat- 
tle against other drag- 
/ons. Six dragon 
attacks & seven spells 
round out your arse- 
nal. 


Psygnosis (Action) 
Release: 7/99 
PC CD 


‘DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill levels 
such as Attack Power, Attack 
Speed, Running Speed, Maximum 
Health and more. Incredible graph- 
ics and challenging artificial intelli- 
gence. 


Eidos (Action) 
Release: 11/99 
PC CD 


‘RAINBOW SIX: ROGUE SPEAR’ 


Rainbow Six is back...& tougher 
than ever. Features new weapons & 
snipers; and with over 400 new 
motion capture moves, terrorists & 
hostages react even more realisti- 
cally. Guide your team with a joy- 
stick, add more terrorists with the 
mission editor, & send your friends 


the cinematic repla feature. 


Red Storm (Action) 
Release: 10/99 
PC CD 


| a copy of your greatest attack with ' 


a 


lt SPEAR 


As Reai As it Gets 


age, & gunnery models, red 
outs/black outs, sun blind spots, 
mid-air collisions, ammunition 
loads, & fuel consumption are 


battles and aircraft 


| monthly. 


Eidos(Simulation) 
Release: 9/99 
PC CD 


‘CONFIRMED KILL’ Choose from a [; 
wide range of historically-accurate | # 
missions & scenarios (flight, dam- | a 


adjustable for each scenario). | 
Adjustable levels of difficulty. New i 
deployed | 


| ‘FLY!’ Choose from 1 of 5 single or 
dual-prop aircraft, or a business- 
Class jet. True time-of-day & pas- 
sage of time, global flight area, 
worldwide terrain model, & true 
satellite terrain imagery. Ultra-real- 
istic cockpit and avionics systems, 
full voice support, GPS navigation, 
& realistic air traffic. Internet sup- 
port for multiplayer parties. 
Supports 3D hardware, all popular 
joystick& flight yoke configs. 

GOD (Simulation) 

Release: 8/99 

PC CD 


“PANZER ELITE’ 


across North Africa, Italy and 
Normandy as you take on historical- 


cue of missing units. Features 4 dif- 
ferent authentic 
advanced Al, fully interactive 3D 
environments, and_ historically 
accurate weaponry. 

Psygnosis (Simulation) 
Release: 10/99 

PC CD 


SPlus999Pqg1 


ly accurate missions featuring a & 
huge range of challenges including fam 
scouting, protecting truck convoys & 
and villages and the search & res- 


vehicles, an bhai 


You'll see action iia imma 


Opens 


Hours 
A Meek 


COMPUTER GAMES: ACTION 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
10th Planet 08/99 $48.99 Gulf War:Op Desert Hmmr08/99 $28.99 SWAT 3 11/99 $44.99 
A War in Heaven 10/99 $19.99 Half Life 11/98 $29.99  Rollcage 2 03/00 $38.99  Tachyon: The Fringe 09/99 $44.99 
Abomination 09/99 $34.99 
Alien Ressurection 10/99 $48.99 Heavy Gear 2 06/99 $44.99 SHOGO: Mobile Armr Div 10/98 $36.99 Thief: The Dark Prict 12/98 $29.99 
Alien Vs Predator 06/99 $39.99 Heavy Metal 02/00 $46.99 Sin 11/98 $24.99 Thief Gold: Dark Projct 09/99 $34.99 
Animaniacs: Splat Ball 09/99 $24.99 Sin Mission Pack 1 02/99 $19.99 Thief 2: The Metal Age 03/00 $34.99 
BankHeist 12/99 $39.99 Hired Guns 09/99 $39.99 Slave Zero 09/99 $37.99 Tomb Raider 2 Gold 06/99 $24.99 
Battlezone 03/98 $24.99 Hunter Hunter 09/99 $18.99 Soldier of Fortune 10/99 $44.99 Tomb Raider 3 11/98 $29.99 

Space Marine Ambush 07/99 $46.99 Tomb Raider 4 11/99 $38.99 
Battlezone Level Pack 04/99 $18.99 Spec Ops 2 09/99 $44.99 Unreal 06/98 $28.99 
Battlezone: Red Odyssey 04/99 $27.99 Special Forces 09/99 $35.99 
Beneath 09/99 $48.99 Splinter 09/99 $44.99 
Blood 2 12/98 $39.99 Maximum Overkill 07/99 $44.99 Star Trek Kling Hnr Grd 10/98 $9.99 Unreal Mega Pak 08/99 $47.99 
Blood 2 Nightmare Lvls 03/99 $18.99 Star Trk Generations 05/97 $9.99 
C&C: Commando 09/99 $44.99 Metal Fatigue 10/99 $35.99 Str Trk: DS9 Fallen 11/99 $44.99 Urban Assault Add-On 09/99 $24.99 
Carmageddon 2 11/98 $39.99 Midtown Madness 05/99 $39.99 Urban Chaos 11/99 $38.99 
Creed 07/99 $44.99 Mission Impossible 09/99 $37.99 
Critical Depth 09/99 $48.99 Mob Rules 08/99 $38.99 “QUAKE Ill- ARENA’One of the 
Crusader: Nor Remorse 09/95 $9.99 Mortyr 08/99 $37.99 | 1St games created as multiplayer 
Navy SEALs 12/99 $49.99 | only. Improved network play, new 
Delta Force 10/98 $29.99 NoOne Lives Forever 11/99 $46.99 |Qraphics (true curved surfaces, 
Obi Wan 04/00 $48.99 |dynamic shadows, volumetric 
Demolition Racer 08/99 $37.99 Oni 12/99 $44.99 |fog) Weapons include: Mace, Fy 
Descent 3 06/99 $39.99 Planet of the Apes 10/99 $44.99 |SuperShotgun, Grenade/Rocket 
Descent 4 03/00 $45.99  Profiteer 09/99 $45.99 | Launcher, Flame Thrower, 
Descent Freespc Exp Pk 10/98 $19.99 Quake 11/96 $19.99 |Machine/Plasma/Light-ning Gun, 
Quake 2 12/97 $27.99 |& more. Many new levels & class- 
Devastator 07/99 $44.99 Quake 2MissionPk1 06/98 $18.99 |@S with Support for dozens of 
Die Hard Trilogy 2 11/99 $44.99 Quake 2 Net Pack 1 02/99 $13.99 | players at One time. 
Activision (Action) 
Duality 08/99 $46.99 Rainbow 6: Eagle Watch 01/99 $19.99 |Release: 10/99 
Rainbow Six Gold o6/99 $19.99 |PC CD 
Evolva 09/99 $44.99 Rebel Moon Revolution 08/99 $36.99 
Flash Point 08/99 $37.99 Recoil 03/99 $37.99 Starlancer 11/99 $48.99 WWIHIIGI 04/99 $19.99 
Flesh & Wire 09/99 $48.99 Red Fury 11/99 $42.99 Starsiege: Tribes 12/98 $29.99 Warzone 2120 12/99 $39.99 
Giants 09/99 $44.99 Requiem 04/99 $39.99  Starsiege Tribes 2 11/99 $45.99 Weekend Warrior 09/99 $44.99 
Gromada 08/99 $42.99 Resident Evil 2 03/99 $29.99 
COMPUTER GAMES: SIMULATION zi 
1943 Euro Air War 11/98 $39.99 Grand Prix Legends 10/98 $19.99 MS Combat FlightSim 11/98 $48.99  ReVolt 08/99 $38.99 
3D Railroad Master 3 08/99 $49.99 Grey Wolf 05/95 $12.99 MS Flight Sim 98 09/97 $52.99 Red Baron 3D 11/98 $39.99 
3D Ultr Rdo Cntrl Reng 09/99 $38.99 MS FS 98 Air Races 04/99 $18.99 Red Baron/A10 Tnk Kir 10/96 $9.99 
Harley-Dvdsn's Race Am 10/99 $39.99 MS FS 98: RAF 01/99 $26.99 Red Line Racer 08/98 $39.99 
ATF Gold 03/97 $12.99 Independence War 09/98 $29.99 Redline 03/99 $17.99 
Across the Rhine 08/95 $14.99 Rush 2 06/99 $43.99 
Air Warrior 2 02/97 $24.99 Independence War Dix 08/99 $37.99 SS NASCAR 2000 09/99 $48.99 
AMA Superbike 08/99 $39.99 Monaco Grand Prix Reg 2 05/99 $43.99 SS NASCAR Legends 10/99 $38.99 
Apache 08/95 $9.99 Jeff Gordon XS Racing 05/99 $38.99 Monster Truck Madnss 2 07/98 $41.99 SU-27 Flanker 2 11/99 $49.99 
Apache Havoc 04/99 $39.99 Jet Fighter 3 Classic 08/99 $16.99 Moto Racer GP 2 11/98 $39.99 SU-27 Finkr2 Add-On 02/00 $29.99 
Apollo 18 03/99 $35.99 Jet Fighter Full Burn 07/98 $19.99 Motocross Madness 08/98 $44.99 — Sierra Pro Pilot 99 11/98 $39.99 
Archimedean Dynsty 11/96 $14.99 Jet Warrior-Vietnam 06/99 $44.99 Motorhead 03/99 $21.99 
Armored Fist 2 10/97 $25.99 Joint Strike Fighter 12/97 $24.99 Spearhead Exp Pack 07/99 $22.99 
Ka-52 Team Alligator 12/99 $44.99 Need for Speed 2 SE 11/97 $19.99 — Starsiege 03/99 $26.99 
Babylon 5 Space Combat 01/00 $48.99 LeMans 24 Hours 10/99 $37.99 Need for Speed 3 09/98 $42.99 Superbike World Champ 03/99 $44.99 
Burnout Chmp Drgrcg CE 11/98 $37.99 Luftwaffe Commander 12/98 $29.99 TOCA Racing 12/98 $19.99 
Castrol Honda Superbike 05/98 $34.99 M1 Tank Platoon 2 04/98 $18.99 Newman Haas Racing 11/98 $39.99  Tanktics 09/99 $37.99 
M1 Tank Platoon 3 04/00 $46.99 Team Apache 06/98 $19.99 
Dawn of Aces 12/98 $14.99 M1A2 Abrams 03/97 $12.99 Nuclear Strike 11/97 $14.99 Teen Alligator 09/99 $44.99 
Deep Fighter 09/99 $44.99 Mad Trax 09/99 $39.99 Panzer Commander 05/98 $12.99 Test Drive 5 12/98 $37.99 
Desert Fighters 10/99 $44.99 MechWarrior 2 07/95 $12.99 Test Drive 6 10/99 $37.99 
EF 2000 V 2 07/97 $19.99 ‘SILENT HUNTER II’ recreates Test Drive Cycles 12/99 $37.99 
the battles between Hitler's U- SILENT HONTER I a he ——. ae ser 
; est Drive Oa / f 
F-15 03/98 $38.99 ae ae é aa ees Test Drive Rally 10/99 $37.99 
F-16 Agressor 06/99 $42.99 BINDIAYCE ug ress ae Thrust, Twist & Turn 09/99 $44.99 
F-22 ADF 12/97 $19.99 & cooperative a eae Thunderstrike 04/96 $32.99 
F-22 ADF Red Sea Ops 10/98 $15.99 |i Tie Fightr Coll 11/95 $19.99 
ne: culty levels & enhanced dynam- 
F-22 Lightning 3 05/99 $39.99 ic campaign complete a very | Total Adrenaline:Drg Reng 09/99 $19.99 
F-22 Raptor 12/97 $19.99 , Se V-Rally 09/99 $44.99 
Falcon 4.0 wBinder 12/98 $39.99 Detaled : fea) SHG aOR V 07/98 $25.99 
| ee S889 | Mindscape (Simulation) ages ORE 32h. 
Release: 10/99 W.A.P. Israeli Air Fre 09/98 $19.99 
Falcon Gold 07/94 $19.99 PC CD WW II Fighters 11/98 $39.99 
Fighter Ace 2 11/99 $48.99 |, ; ; Warbirds 2 04/99 $26.99 
Fighter Squadron: SDOE 03/99 $39.99 Reena irae Wing Comm 5: Prpcy Glid 10/98 $37.99 
Flight Combt: Thndr Erpe 09/99 $46.99 Wings of Destiny 01/00 $39.99 
Flight Unlimited 2 12/97 $19.99 Wings of Glory 02/95 $12.99 
MechWarrior 2 Add-On 12/95 $11.99  Powerslide 12/98 $32.99 World War 09/99 $44.99 
MW Mercenaries 09/96 $18.99 Privateer 03/95 $9.99 X-Com Interceptor 06/98 $9.99 
Flying Corps Gold 02/98 $18.99 MW Mercenaries 3Dfx 07/97 $12.99 Privateer 2 SE 12/97 $39.99 X-Wing Alliance 03/99 $45.99 
GorkaMorka 09/99 $39.99 Pro Pilot 2000 09/99 $44.99 X-Wing Collector's Srs 06/98 $29.99 
Grand Prix 500 09/99 $28.99 R/C Pilot 02/99 $99.99 X-Wngv Tie WBinc Pwr 10/98 $39.99 
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COMPUTER GAMES: STRATEGY 


| c c Pa eve e¥aelY 
New heleases 
TITLE RELEASE PRICE TITLE 
1830 RR/Rbbr Baron 04/95 $19.99 Creatures 2 Deluxe 
Admiral Sea Battles 11/96 $18.99 
Age of Empires 10/97 $29.99 Creatures Adventures 
Creatures Life Kit 1 
Age of Empires Gold Ed 04/99 $39.99  Crtv Blaster 
Age of Emprs Cnqst Ages 10/98 $26.99 
Age of Emprs Rise Rme 11/98 $24.99 
Ancnt Cngst: Gldn Flce 06/99 $34.99 
Army Men 2 03/99 $27.99 
Army Men 3 10/99 $35.99 
Army Men Air Attack 03/00 $44.99 
Axis & Allies 09/98 $27.99 
Axis & Allies Exp Pk 10/99 $19.99 
Axis & Allies Iron Blitz 11/99 $29.99 
Aztec 09/99 $44.99 
Battlecrser 3000 AD V2 12/98 $17.99 
Battles of Destiny 11/92 $7.99 
C&C Red Alert 11/96 $19.99 
C&C 09/95 $9.99 
Dark Colony 
C&C Gold Bundle 11/98 $19.99 
C&C Gold W95 02/97 $14.99 Dark Reign Futre War 
C&C Red Alert Arsnl 12/98 $26.99 Dark Reign MP 1 
C&C Sole Survivor Online 12/97 $25.99 Deadlock 2 
C&C Worldwide Warfre 12/98 $43.99 Diplomacy 
Caesar 2 09/95 $9.99 Disciples: Sacred Lands 
Caesar 3 10/98 $29.99 Dominion Storm 
Dune 2000 
Capitalism Plus 05/97 $19.99 Dungeon Keeper 
Civ 2 Fantasy Worlds 11/97 $19.99 
Civ 2 Multiplayer Gold Ed 12/98 $24.99 Dungeon Keeper Gold 
Civilization 12/95 $19.99 Emergency 
Civilization 2 03/96 $24.99 Emergency Room 2 
Emperor of Fadng Suns 
Civilztn Call Pwr Miss 11/99 $29.99 Empire of the Ants 
Entrepreneur Corp Exp 
Cmmndos:Bynd Call Duty 04/99 $19.99 Evolution 
Colonization 09/94 $9.99 Final Countdown 
Colonization 11/94 $14.99 
Colonization W95 06/99 $14.99 Force 21 
Commandos 09/98 $29.99 
Commandos 2 11/99 $34.99 Fragile Allegiance 
Conq New World Dix 11/96 $9.99 
Conquer 06/93 $9.99 Galilean Conflict 
Conquered King SD1 06/93 $8.99 Gangsters 
Conquered Kingdoms 11/92 $18.99 Gms Email: Risk 
Conquest 09/99 $46.99  Hardwar 
Hero MM3 Amagdn Bid 
Heroes M&M 2 Exp Pk 
Creatures 2 09/98 $35.99 Heroes M&M 2 Gold 


RELEASE 


05/99 


08/99 
01/98 


PRICE 
$27.99 


$26.99 
$14.99 


05/99 $219.99 


08/97 


09/97 
04/98 
03/98 
11/99 
05/99 
06/98 
09/98 
07/97 


04/98 


09/98 
03/99 
01/97 
02/99 
04/99 
01/98 
04/99 


07/99 


03/97 


02/99 
12/98 
11/99 
08/98 
09/99 
05/97 
12/98 


$9.99 


$27.99 
$19.99 
$19.99 
$45.99 
$44.99 
$14.99 
$15.99 
$14.99 


$19.99 


$19.99 
$29.99 
$18.99 
$42.99 
$24.99 
$29.99 
$44.99 


$45.99 


$9.99 


$35.99 
$29.99 
$14.99 
$14.99 
$27.99 
$17.99 
$18.99 


TITLE 


History of World 
Hollywood Mogul v2.5 


Imperialism 


‘WARHAMMER 40K: 


WAR’ 


RELEASE 


05/97 
12/97 


08/97 


PRICE 


$12.99 
$29.99 


$9.99 


RITES OF 


transports you to the 


Warhammer 40,000 universe to 
lead warriors in a struggle for sur- 
vival. 24 mission campaign fea- 
tures a well crafted story, detailed 
atmosphere, & varied victory con- 
ditions. Over 70 3D units from 
ye | Warhammer 40k. Cooperative & 

“| head to head multiplayer support 


for up to 4 players. 


Mindscape See 
Release: 8/9 
PC CD 


Imperium Galactica 


Incubation:Wilderness 
Jagad Allnc Ddly Game 
Jagged Alliance 


Jutland 
KKND 2 
Knights & Merchants 


Liberation Day 

Lords Realm 2 

Lords Realm 2 Exp Pk 
Lords of Magic 

Lords of Magic SE 
MAX 

MAX 2 


Magic & Mayhem 
Magic Spells of Anct 


Magic the Gathering Gold 


Magic:the Gathering 
Majesty 

Malkari 

Master of Orion 
Master of Orion 2 


MTG Duels of Plneswikr 


06/97 


05/98 
09/96 
03/95 


05/93 
10/98 
10/98 


03/98 
11/96 
06/97 
12/97 
11/98 
12/96 
06/98 
02/98 
05/99 
10/97 
11/99 
03/97 
05/99 
04/99 
11/94 
11/96 


MechCmmndr Dsprt Msrs 07/99 


MechCommander 


Monopolization 
Myth 
Myth 2 v1.1 


07/98 


09/99 
11/97 
01/99 


$32.99 


$19.99 
$9.99 
$12.99 


$9.99 
$34.99 
$19.99 


$9.99 
$19.99 
$28.99 
$19.99 
$39.99 
$15.99 
$25.99 
$18.99 
$39.99 
$12.99 
$28.99 
$12.99 
$48.99 
$37.99 
$19.99 

$9.99 
$17.99 
$22.99 


$37.99 
$9.99 
$27.99 


Microprose 
(Strategy) 
Release: 9/99 
PC CD 


©1999 CHIPS & BITS, INC 


THE GUPIMAEP VERSION OF OF FTEST-SELLING STRATEGY GAME 


eee he 


‘CIVILIZATION Il: THE TEST OF TIME’ Build an empire to 
span history. Make every critical social, economic and polit- 
ical decision. Compete against history's greatest leaders. 
Negotiate with rival empires. Construct Wonders of the 
World. Command powerful armies. Devise and control tech- 
| nology. Influence history's landmark events. 


TITLE 
Netstorm 
Noble Armada 
O.R.B. 

Orcs Champion 


Orcs:Revenge of Ancient 


Outpost 2 
Politika 
Populous 3 
Profitania Deluxe 


Railroad Tycoon 2 


Rebellion 

Rebellion wStrtgy Gde 
Risk 

Risk 2 


Ruthless.com 
SWAT 2 

Settlers 2 Gold 
Settlers 3 

Settlers 3 Mission 


Seven Kingdms Anc Adv 


Seven Kingdoms 
Seven Kingdoms 2 


Shadowpact 

Sim City 

SimCity 2000 SD1 
SimCity 2000 Spec Ed 


SimMars 
SimSafari 
Soldiers at War 
Spaceward Ho! 4 
Star General 


Starcraft 

Starcraft Brood Wars 
Starcraft Insurrection 
Starcraft Retribution 
Stars Twinpack 
Starship Diplomacy 


Submarine Titans 


Theme Hostpital 
Theme Park World 


Total Annihilation 


Total Annitn Cr Ctgcy 
Total Mayhem 

Tot! Annhitn Bttl Tctcs 
Uprising 

Uprising 2 

Wages of War W95 


War of the Worlds 
WarBreeds 
WarTorn 


Wargames 
Wargasm 
Warhmmr 40K Chs Gate 


Warlrds 3 Drk Lrd Rsg 
Warwind 2 

Warwind W95 
Warzone 2100 
Worldcraft Pro 
Worms 2 


Yoot's Tower 


RELEASE 
11/97 
09/99 
11/99 
10/99 
09/99 
09/97 
11/97 
11/98 
03/99 


11/98 


03/98 
01/99 
11/96 
11/99 


11/98 
07/98 
04/97 
11/98 
04/99 


06/98 
12/97 
09/99 


11/99 
04/94 
01/95 
04/97 


09/99 
03/98 
05/98 
10/96 
12/96 


04/98 
12/98 
08/98 
01/99 
06/98 
10/99 


10/99 


04/97 
09/99 


10/97 


04/98 
05/96 
08/98 
10/97 
12/98 
11/96 


01/99 
03/98 
06/99 


07/98 
01/99 
11/98 


08/98 
11/97 
10/96 
04/99 
02/99 
01/98 


04/99 


PRICE 
$19.99 
$45.99 
$44.99 
$48.99 
$48.99 
$19.99 
$18.99 
$24.99 
$29.99 


$34.99 


$28.99 
$46.99 
$19.99 
$38.99 


$9.99 
$29.99 
$19.99 
$27.99 
$18.99 


$34.99 
$35.99 
$39.99 


$43.99 
$12.99 

$9.99 
$18.99 


$44.99 
$19.99 
$18.99 
$9.99 
$9.99 


$34.99 
$24.99 
$26.99 
$19.99 
$27.99 
$48.99 


$39.99 


$14.99 
$42.99 


$19.99 


$20.99 
$9.99 
$19.99 
$12.99 
$19.99 
$8.99 


$29.99 
$12.99 
$44.99 


$39.99 
$24.99 
$27.99 


$37.99 
$12.99 
$14.99 
$29.99 
$39.99 
$18.99 


$35.99 


‘CUTTHROATS: TER- 
ROR ON THE HIGH 
SEAS’ Command a 
pirate ship, with a crew 
of scurvy knaves, a 
handful of cannon, and 
the whole of the 
Caribbean to plunder. 
You'll attempt to make 
your fortune by engag- 
ing in terror, violence, 
robbery and extortion. 
Fight realistic battles 
with 6 types of cus- 
tomizable ships. Raid 
coastal towns; explore 
the Caribbean; bribe, 
threaten, & extort: 
trade, buy supplies, 
fence stolen goods; 
build your fleet & 
expand your army. 


Eidos (Strategy) 
Release: 9/99 


LIF VIEVA) 
ae MA = vA 


‘HOMEWORLD’ combines elements 
of space combat, strategy, & action. 
Hundreds of years after aliens 
destroyed your planet & relocated 
survivors to the edge of the galaxy, a 
crystal starts to emit a faint signal to 
lead you to your homeworld. A 
immense mothership is built to 
carry millions home, to the 
Se unknown. Single play or up to 8 
UE Players on-line. 


Sierra Seely 
Release: 9/9 
PC CD 


‘WORMS: ARMAGEDDON’ New 
weapons, new features & improved 
multi- & single-player modes. 
Features WORMNET, a free IRC- 
style network for easier on-line play. 
Wacky new scenarios for generated 
levels. 28 generated levels; 30+ gor- 
geous new custom levels for 
Mission & Training games; 50 cus- 
|tom levels, new animations, 
weapons, effects and incidentals. 


Microprose (Strategy) 
Release: 7/99 
PC CD 


‘COMMAND & CONQUER 2: 
TIBERIAN SUN’ New _ engine, 
improved controls, dynamic 3D ter- 
rain, & multiple levels of warfare. 
| Interactive & kinetic battlefield, ion 
storms, ice fields & more. Play solo 
| skirmishes or take on your comput- 
er in full Campaign Mode. Connect 
with up to 8 friends over IPX or 
_| LAN, or one-on-one over modem. 


Virgin (Strategy) 
Release: 9/99 
PC CD 


‘BRAVEHEART’ Follow in the foot- 
steps of Scottish hero William 
Wallace, taking on the might of the 
English army to gain your freedom! 
Real-time strategy & global man- 
agement in a brutal reenactment of 
the war between Scottish clansman 
& English forces. With the latest 3D 
engine and state-of-the-art motion 
capture technology Braveheart 
delivers unparalleled combat real- 
ism. 


Eidos (Strategy) 
Release: 8/99 
PC CD 


‘DUNGEON KEEPER 2’ The brilliant 
concept of the original Dungeon 
Keeper has been expanded & taken 
to new heights. Now you truly fight 
the battles of good & evil as you try 
to defeat the King. New creatures 
for Good & Evil. New battle magic 
system for you the player & your 
creatures. True 1st person abilities 
that change according to the crea- 
ture you inhabit. 


EA (Strategy) 
Release: 7/99 
PC CD 


SPlus999Pg2 


‘PLANESCAPE: TOR- 
MENT’ The producers 
of Baldur's Gate intro- 
duce the 1st comput- 
er RPG set in the 
AD&D Planescape 
Campaign world. An 
epic story of an 
immortal character 


who, suffering from 
amnesia, searches for 
his past, identity and 


destiny. Curiosity, 
fear, greed, survival, 
self-defense and 
revenge drive the} 
character toward an 


unforgettable end. oS ebaneSeccape 


TOROTENT 


Interplay 
(Roleplaying) 
Release: 9/99 

PC CD 


"LEGACY KAIN 2: SOUL REAVER’ 
continues the story of Kain, evil 
vampire. Full 3D polygonal environ- 
ments to explore with abilities to 
shunt from one world to another. 
Run, jump and fly while harvesting 
souls for the dark master. Eleven 
bosses, 20 different enemies, & 10 
Classes of vampires. 


LEGACY of RAEN 


se} 


Eidos (Roleplaying) 
Release: 7/99 
PC CD 


‘DARKSTONE’ bring together 7 
Magic Crystals to empower the # 
mystical Orb & conquer Drakk. & 
Features simultaneous control of 2 
characters, over 30 levels with 
1,000s of possible quests, dozens 
of weapons & spells, males & 
females from 4 classes (Warrior, 
Thief, Magician, Priest), over 80 
enemies, and network & Internet 
play. Compatible with all 3D boards. 


GOD (Roleplaying) 
Release: 8/99 
PC CD 


‘EVERQUEST’ Prepare to enter an 
enormous virtual environment- an 
entire world with its own diverse 
species, economic _ systems, 
| alliances, & politics. Choose from a 
variety of races & begin your quest 
in any city or village. Supports over 
1,000 players simultaneously per 
server. Choose from 12 races and 
14 classes, with over 40 skills. 
Thousands of items to collect on 5 
continents. 

Sony (Roleplaying) 

Release: NOW 

PC CD 


‘PRINCE OF PERSIA 3D’ Encounter 
intriguing puzzles, strong character 
development and fast paced strategic 
combat, in a highly detailed fantasy femme: 
world. Choose from 8 companions, 
each with a unique story, motivation 
and skills. Clock based combat has |: 
all the strategy of turn based com- 
bat, but keeps the game fast paced. 
Hundreds of locations for players to 
operate within creates a large, fully 
explorable world. 

Broderbund (Adventure) 
Release: 9/99 

PC CD 


‘CHAMPIONSHIP MANAGER 3’ 
Features realistic scouting simula- 
tion, historical data on clubs & play- 
ers, new match engine and tactics 
editor, full youth team league struc- | 

ture, ability to arrange pre-season | Sess 
competitions between players or 
CPU teams, & expanded player pro- 
files with hidden characteristics. Up 
to 16 players can play on one 
machine or via LAN. 


Eidos (Sports) 
Release: 9/99 
PC CD 


SPlus999pq3 


COMPUTER GAMES: ROLE PLAYING 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
AD&D Collector's Ed. 07/98 $15.99 Diablo Vengeance Pack 12/99 $29.99 The Summoner 01/00 $44.99 
AD&D Core Rules 2.0 Exp 06/99 $44.99 Elder Scrolls 2 09/96 $39.99 Throne of Darkness 11/99 $47.99 
Ananchronox 02/00 $39.99 Rage of Mages 10/98 $29.99 
Ancient Evil 02/99 $45.99 Fading Suns Nbl Armda 09/99 $44.99 Ultima Online: 2nd Age 11/98 $39.99 
Asheron's Call 12/99 $48.99 Fallout 10/97 $18.99 [j 5 
Baldrs Gate Exp Pk2 12/99 $23.99 _ Fallout 2 11/98 $29.99 /REVENANT’ is 2 Dark Fantasy 

Final Fantasy VI 06/98 $19.99 Adventure/RPG that will immerse 
Baldur Gate Volo Quest 06/99 $12.99 yOu» a stunning environment. 
Baldur Gate w/EP 1 10/99 $48.99 Forgttn Rims Silver Ed 06/99 $29.99 _| /Mteract with over 40 characters as 
Baldur's Gate 12/98 $39.99 Good & Evil 09/99 $4a.99 |YOU choose weapons, spells, 
Battlespire 12/97 $32.99 Gothic 01/00 $44.99 | @fmor and magical items, and bat- 
Blade 04/99 $45.99  Gothica 09/99 $49.99 | He hand to hand in the 3D fighting 
Buccaneer 10/97 $24.99  Hexplore 09/98 $12.99 | Wadition. All the realism & excite- 
Celtica 02/99 $44.99 Icarus: Sanctuary of Gods 11/98 $26.99 Lene ee pant 
Clans 09/99 $43.99 Lands Lore 2:Grdns Dst 10/97 $14.99 Hels longevity of an 
Dark Stone 07/99 $42.99 Lands of Lore 3 04/99 $44.99 ea and gaming 
Dawn of Darkness 06/99 $39.99 Pa . 
Demise:Rise of Ku'Tan 09/99 $42.99 Legend of Blade Masters 09/99 $44.99 =e ote oe 
Deus Ex 02/00 $39.99 Middle Earth 03/00 $48.99 Pc cD. 
Diablo 01/97 $19.99 
Might & Magic 8 03/00 $48.99 Vampire: The Masquerade 12/99 $45.99 
Diablo 2 Expnsn Pck 12/99 $29.99 Shattered Light w/Book 04/99 $28.99 Werewolf: Apocalypse 12/99 $48.99 
Diablo Bundle 10/98 $29.99 Neophyte Episode II! 04/99 $39.99 Silver 09/99 $37.99 
Diablo Hellfire 12/97 $19.99 Odium 11/99 $38.99 Wizardry Gold W95 05/96 $9.99 
COMPUTER GAMES: ADVENTURE os 
t ~ Obsidian W95 12/96 $29.99 Riana Rouge 01/98 $24.99 
7th Guest 09/97 $14.99 Inherent Evil 09/99 $18.99 Of Light & Darkness 04/98 $24.99 Ring 06/99 $38.99 
Abe's Exodus 12/98 $39.99 Inherent Evil 2 06/99 $19.99 Robot Club 02/99 $43.99 
Adrenix Crisis 07/98 $44.99 Iron John Hawk 01/99 $26.99 Outcast 06/99 $45.99 Sabrina, Tn Wtch Spllbnd 12/98 $34.99 
Albion 08/96 $19.99 Jack Orlando 12/99 $43.99 Overseer 03/98 $19.99 Sacred Mirror of Kofun 11/96 $19.99 
Alone in Dark Trilogy 04/97 $24.99 Jewels ofthe Oracle2 01/99 $27.99 Pandora Directive 08/96 $19.99 Sanitarium 05/98 $19.99 
Amber:Journeys Beyond 02/97 $29.99 Journeyman Project 3 02/98 $18.99 Patriot Games 02/99 $48.99 Scooby-Doo:Myst Fun Pk 09/99 $29.99 
Animaniacs:A Ggntc Adv 06/99 $34.99 KQ8:Mask of Eternity 12/98 $29.99 Shadow Man 06/99 $38.99 
Armed and Delirious 11/97 $9.99 Lander 07/99 $24.99  Phntsmgria Stgefrght 04/99 $39.99 Siege of Stormhaven 04/99 $48.99 
Asghan: The Dragon Slyr 03/99 $39.99 Last Express 04/97 $17.99 Small Soldiers Sqd Cmdr 08/98 $19.99 
Atlantis 09/97 $32.99 Leisure Suit Larry 7 11/96 $48.99  (Qin:Tomb Middle Kngdm 07/96 $19.99 
Azraels Tear 10/96 $9.99 Queen: The Eye 09/99 $36.99 Space Bar W95 07/97 $9.99 
Badlands 09/99 $48.99 Long Journey 06/99 $39.99 Quest for Glory 5 12/98 $29.99 Space Circus 02/99 $44.99 
Beavis & Butthd DoU 01/99 $25.99 Lost Vikings 2 05/97 $12.99 SPQR 12/96 $19.99 
Beyond Time 12/98 $19.99 | Mechosoma 03/99 $44.99 Quest for Karma 02/99 $19.99  Spycraft W95 03/96 $19.99 
Black Dahlia 02/98 $29.99 Morpheus 10/98 $38.99 Rama 10/96 $14.99 Star Trek SFA DVD 07/98 $44.99 
Blackstone Chroncles 11/98 $19.99 Muppet Treasure Island 08/96 $35.99 REAH 03/99 $35.99 Star Trek SFA Mssn 04/98 $19.99 
Blade Runner 11/97 $19.99 Myst 2: Riven 11/97 $29.99 Real Neverending Story 05/99 $42.99 Star Trek: Insurrection 11/99 $48.99 
Broken Sword Nene $19.99 ‘GABRIEL KNIGHT in” Tha Prince's F Star Trk Str Fit Acad 09/97 $38.99 
Sean parealle-cichess family has been plagued for genera- Nate | 
Cals Ctime Saloon 04/97 $19.99 |. Starship Titanic 04/98 $39.99 
Curse of Monkey Isle 11/97 $19.99 | NOMS BY What seems to be a sect of Starship Titanic DVD —«-11/98. $38.99 
Cyberia 2 09/97 $12.99 | Vampires: The story is inherently Starship Titanic wGde 04/98 $39.99 
Cydonia 12/98 $39.99 | Puzzie-driven and spatial: It has a Str Trk: SFA Strgc Cmmd 05/99 $12.99 
Dark Earth 10/97 $1299 | Mystery play’ feel, due to the iim Symbiocom 03/99 $19.99 
Dark Side of Moon 12/98 $46.99 | ames oD elements. The suspects § Temujin 10/97 $19.99 
Dead Unity 02/99 $45.99 | and other characters move around Tender Loving Care --:06/99. $24.99 
Dukes of Hazzard 01/00 $29.99 | We environment independently of Time Lapse Ancient Civ 10/96 $29.99 
Enemy Zero 10/98 $44.99 | Gabriel and Grace, giving you the Titanic Jrny Out Time 11/96 $22.99 
Fable 03/97 $9.99 Ken of inhabiting a living virtual Tonic Trouble 09/99 $34.99 
| eyes Twinsen's Odyssey 07/97 $29.99 
Goosebumps o7/os $2499 | Slerra (Adventure) Versaille 06/97 $39.99 
Gorky 17 09/99 $44.99 Release: 8/99 
PC CD ms 050 
Grim Fandango 10/98 $29.99 Wild Wild West 11/99 $42.99 
Myst Collector's Ed 08/99 $42.99 Red Jack 09/98 $29.99 X-Files AdventureGame 06/98 $31.99 
Heart of Darkness 09/98 $32.99 Myst Mstrpce Edition 08/99 $38.99 Redguard 11/98 $27.99 Zero Critical 05/99 $19.99 
Hype: Time Quest 09/99 $39.99 Nemesis 10/96 $16.99 Reloaded 05/97 $24.99 Zork: Grnd Inquisitor 10/97 $39.99 
I'm Your Man 02/99 $44.99 Nocturne 10/99 $46.99 Return to Krondor 12/98 $29.99 Zork:Nemesis 04/96 $19.99 
COMPUTER GAMES: SPORTS 
3D Ultra Pool 07/99 $39.99 Extrm Horse Racing 09/99 $19.99 NHL Championship 2000 10/99 $45.99 
Actua Soccer 3 06/99 $39.99 NHL Hockey 2000 09/99 $46.99 
Africn Safri Trphy Hnt 3D 03/99 $18.99 F&Stream Trophy Bear 10/99 $39.99 Links LS 2000 09/99 $48.99 NHL Hockey 99 09/98 $29.99 
Baseball Mogul 2000 07/99 $39.99 F&Stream Trphy Bck2 09/99 $39.99 Links LS 99 US Open 06/99 $19.99 
Baseball Mogul Wrid Srs_ 12/98 $28.99 Madden NFL 2000 08/99 $44.99 Offcl Frmla1 Racing 99 12//99 $24.99 
Brnswck Blids Pro Pool 2 12/99 $19.99 Face Off Hockey 06/99 $36.99  Mastrerft Extrm Watr Spts08/99 $18.99 
FIFA Soccer 2000 09/99 $44.99 MS Football 2000 08/99 $44.99 
Cabela Big Gme Hntr3 09/99 $22.99 FIFA Soccer 99 12/98 $29.99 MS Intnl Fball 2000 09/99 $46.99 Rcky Mtn Trphy Hntr2 08/99 $18.99 
Cabela Sptsmns Chilng 06/99 $18.99  Flintstone’s Bowling Gme 11/99 $18.99 MS NFL Fever 2000 09/99 $46.99 SS Baseball Pro 99 06/99 $29.99 
CFL 99 09/99 $39.99 Football Mogul 03/99 $19.99 SS Basketball Pro 99 06/99 $46.99 
Front Office Football 05/99 $39.99 NBA Basketball 2000 10/99 $45.99 Sports Car GT 04/99 $37.99 
Deer Avenger 2 07/99 $19.99 Harley: Race to Sturgis 08/99 $19.99 NBA Inside Drive 2000 10/99 $46.99 NN Extreme Drag Racing 09/99 $19.99 
Drag Racing 3D 06/99 $18.99 High Heat Bseball 2K 04/99 $28.99 
Driver 09/99 $41.99 Int'l Rally Champnshp 06/99 $39.99 NBA Shwtme:NBAonNBC 09/99 $44.99 UEFA 2000 09/99 $34.99 
Expert Pool 09/99 $35.99 J McGrath Sprerss 2000 10/99 $46.99 NFL Blitz 2000 09/99 $44.99 World Champ Boxing Mgr 09/99 $44.99 


©1999 CHIPS & BITS, INC. 


FIGHTING STEEL: 
i WORLD WAR II SUR- 
| FACE COMBAT 1938- 
11942’ re-creates the 
{| most spectacular naval 
gunnery battles of 
WWII from 1939- 
1942. Command ships 
‘from the — British, 
German, American & 
| Japanese fleets in real- 
| time action. Detailed 
combat & maneuver- 
ing systems simulate 
naval surface combat, 
while the powerful 
| interface allows you to 
concentrate on strate- 
gy & tactics. Historical 
scenarios, campaign 
Free cm Sitios games, computer-gen- 
Mindscape erated scenarios and a 


FOMING Soon! 


TITLE RELEASE PRICE TITLE RELEASE _—RICE TITLE RELEASE PRICE TITLE RELEASE _—RICE (War) reel ages ane 
01st Airborne Normandy 10/98. $19.99 Oprtnl Art Wr2 Mdn Wr 05/99 $44.99 Prelude to Waterloo 10/97 $14.99 ene 7/99 of intense gameplay 
Age of Sail 11/96 $29.99 Final Liberatn WHm 40K 11/97 $12.99 Red Thndr Vct East 1 04/99 $35.99 


Aide de Camp 07/94 $44.99 Flight Commander 2 01/95 $19.99 Road to Moscow 09/99 $44.99 ‘ x ’ 
Aide de Camp 2 01/98 $44.99 Great Battles Caesar 03/98 $19.99 Semper Fi 02/98 $14.99 haa phelps ae! 
Allied General 12/95 $19.99 Great Battls Alexndr 06/97 $34.99 Oper Art War Exp Pk 1 02/99 $19.99 simplified intactace’ in. at 4untcat 
Armored Task Force posed $39.99 =<] ‘MAN OF WAR II’ puts you in the Sid Meier's Gettysbrg 10/97 $18.99 world. Dynamic lighting, true line of 
| "W real-time 3D role of Ship’s Captain] S™e"sk Moscow 04/99. $34.99 sight, and customizable leadership. 
Battlegrnd Antietam 11/96 $18.99 : Stalingrad 02/95 $29.99 
(issue crew orders, select shot Four major campaigns on the 
Battlegrnd Bulge 10/96 $19.99 1 types), Division Commander) >" Panthers ae oe Western Front (including North 
tenataipieapens oe el ee ___| (order the formation & movement we ae ~~ oa =a Africa) with over 200 units and 20 
eae rin ae a g of ships in your squadron) or Fleet ne ee cmp 1 04/97 $14.99 special Leader abilities. Alterable 
Battlegrnd Waterloo 05/96 $18.99 Admiral (plot strategy & controly ooo. hare 9 Her ROS terrain (forests can burn, cities and 
hin the entire fleet). Choose to play airfields can be destroyed). 
Battlgrnd 9: Chickmgua 01/99 $44.99 ae : 
historical commanders or create darn sixy ta, thie sh 04/98 $33.99 : 
Broken Alliance 12/96 $23.99 ED Tic05 of War 11/98 $24.99 Mindscape (War) 
. nurture your career. Release: 10/99 
Campaign 1776 07/99 $33.99 Tigers on Prowl 2 12/96 $41.99 PC CD 
CincPac Midway 10/94 $15.99 or te : : V Victory Bundle 11/95 $27.99 
~ Virgin (Simulation) . 
Civil War Generals 11/97 $46.99 Release: NOW] Victory Utah Bch 02/95 $9.99 ‘HIDDEN AND DANGEROUS’ is a 3D 
eee Victory Velk Lit cae Sine action/real-time strategic game set 
Close Combat 2 11/97 $19.99 War Along the Mohawk 09/98 $19.99 in WWI with elements of real time 
Close Combat 3 01/99 $48.99 Great Bttles Hannibal 11/97 $29.99 Operation Crusader 09/94 $18.99 War Inc. 10/97 $12.99 strategy, action games and partly 
Guts Glory: Btt! Scly 09/99 $29.99 Over the Reich 11/96 $29.99 War in Europe 01/99 $39.99 tactical strategies. The plotline of 
Combat Command 2 09/99 $29.99 Harpoon 2 06/94 $18.99 Pacific Battles 08/99 $39.99 Warinthe East: 1-5ea 04/98 $24.99 most missions are designed 
Combat: Operation Vict 07/99 $18.99 Harpoon 4 09/00 $46.99 Pacific General 07/97 $12.99 WGCSet 3 Age of Rifles 09/96 $12.99 according to real events as told by 
D-Day Amer Invades 09/95 $29.99 Harpoon 97 11/96 $19.99 Pacific General Budget 07/98 $9.99 Wargame CS2 SD12 11/94 $14.99 the war veterans. The story is imag- 
Defending the Reich 12/00 $44.99 Harpoon Classic 10/94 $12.99 Panthers in Shadows 09/95 $41.99 Wargame CS2 SD13 03/95 $14.99 inative and full of reversals, forcing 
Dragons in the Mist 05/98 $23.99 Last Battles 45 09/99 $44.99 Panzer Cmp 1: Sminsk 41 09/99 $33.99 Wargame CS2 SD5 04/96 $14.99 4 the player to think ahead all the 
East Front 11/97 $9.99 Panzer General 11/94 $19.99 Wargame CS2 Tanks 05/94 $19.99 a time, utilizing real tactics to 
Medieval 07/98 $32.99 Panzer General 2 10/97 $9.99 Warhmmr 40K Universe 03/99 $37.99 progress through the missions. 
East Front Camp 03/98 $19.99 West Front 11/98 $34.99 Talonsoft (War) 
Empire 2 Art of War 09/95 $12.99 Napoleon in Russia 05/97 $17.99 Release: 8/99 
Fantasy General 03/96 $14.99 North Vs. South 02/99 $39.99 People's General 09/98 $29.99 PC CD 
Fifth Fleet 11/94 $18.99 Operational Art War 06/98 $29.99 Point of Attack 2 09/00 $46.99 Zulu War 09/96 $29.99 
COMPUTER GAMES: HARDWARE | aie my S0FX voop0o 3 
Controllers EvrGlde Attk Mse Pd 10” 06/99 $15.99 MS SWndr Prec Pro USB 08/98 $62.99 Video Cards Voodoo3 3000 AGP eae rae Hts 
CH EXL 500 Racing Set 09/98 $52.99 EvrGlde Attk Mse Pd 9” 06/99 $12.99 PDPIL4DigGame Card 12/98 $49.99  3Dfx Voodoo 3 2000 PC! 04/99 $124.99 ETDS Un Ht Sees ee | | ers up to 8 million tri- 
CH F16 Combatstick 11/95 $59.99 Gravis PC Game Pad 04/93 $17.99 Qshot GenX 700K 10/98 $39.99 3Dfx Voodoo3 2000 AGP 04/99 $114.99 angles, 106 frames 
CH F16 Combatstick USB 06/99 $69.99 GravisPC Gamepd Pro 11/96 $26.99 Quickshot Mstr Pilt Val 03/98 $59.99  3Dfx Voodoo3 3000 AGP 04/99 $174.99 | per second at 
CH F16 Fighterstick 11/96 $84.99 Gravis XtrmntrGme Pd 07/98 $43.99 Quickshot MstrPit Prog 04/98 $25.99 ’ ‘at ie, | 800x600, & 366 
CH F16 Flightstick 11/95 $34.99 Gravs PC Gm Pd Pro USB 03/99 $29.99 Saitek Cyborg 2000 Jstk 04/99 $24.99 AOpen PA3010-A 16 AGP 05/99 $189.99 ‘emg dl | Megatexels/second at 
CH Flight Sim Yoke 03/99 $84.99 AOpen PA3010-N 32 AGP 05/99 $249.99 ‘| up to 2,048 by 1,536. 
Ltech ThunderPad 08/98 $19.99 Saitek Cyborg 3D Jstk 11/98 $52.99 ATI All in Wonder 32 09/99 $299.99 F | Features a 350MHz 
CH Fight Sim Yke USB LE 06/99 $94.99  Ltech WM FF Mouse 09/99 $59.99 Saitek Cyborg3D Pad 11/98 $38.99 ATI All Wonder 16 05/99 $239.99 1 watoe agit. rab vow 0 bo conga F | RAMDAC. TV/S-Video 
CH Flight Stick Pro 09/93 $49.99 Ltech WingMan Frce Jstk 10/98 $94.99 Saitek PC Dash 04/98 $49.99 ATI Rage Fury 32MB 03/99 $189.99 Out. 16 MB of SDRAM 
CH Force FX 12/96 $95.99  Ltech WM Form Fre WhI_ 01/99 $139.99 ATI Xpert 128 16MB 03/99 $99.99 3Dfx as ual as a game 
CH Game Card 3 Auto 02/91 $25.99 Saitek R4 Racing Whl 12/98 $92.99  Crtv 3D Bist Svg4 32 06/99 $129.99 (Hardware) bundle featuring best- 
CH Gamestick 3D USB-—=—s-:11/98 $45.99 _Ltech WM GamePd Extr 09/99 $44.99 Saitek X-35T System 05/98 $49.99 PC selling titles. 
CH Joystick Switchbox 12/97 $23.99 Mad Catz AndrettiWh! 09/98 $109.99 Diamond Viper V550 01/99 $149.99 
Mad Catz Panther 01/98 $29.99 Saitek X-36F Joystick 04/98 $69.99 Dmnd Stealth II1S540  05/99$119.99 ‘SAITEK CYBORG 3D JOYSTICK’ 
CH Pedals 09/95 $46.99 Mad Catz Panther XL 01/98 $62.99 Saitek X7-38 Joystick 06/98 $18.99 Dmnd Vpr V770 AGP 05/99 $179.99 This unique stick not only sports an 
uaa PG) Pals 12/94 $79.99 incredible array of functions, but is 
CH Pro Throttle 03/96 $84.99 MS Sidewinder FF Pro 09/97 $129.99 Suncom SFS Throttle 04/98 $89.99  Gllmt Xentor TNT2 05/99 $129.99 also completely configurable. By 
CH Throttle 10/95 $65.99 MS SWndrFStl ProPad 10/98 $65.99 TM Attack Throttle 04/98 $49.99 using the unique Cyborg adjustment 
CH Virtual Pilot Pro 12/94 $74.99 TM Elite Ruddr Pedals 03/98 $65.99 Matrox Millnm G400 MAX 06/99 $199.99 


tool the Cyborg 3D Stick can be 


qaartlltacrartaaron TM Driving Control T2 10/95 $89.99 $3 Savage4 GT 16 03/99 $159.99 configured to fit your hand, whatev- 
se TM F16 TQS 06/95 $114.99 $3 Savaged PRO 32 04/99 $199.99 er your hand-size and whether you 
TM F22 Pro 10/96 $129.99  VideoLogic Neon 250 06/99 $199.99 are right or left-handed. Features 
TM FLC F16 System 10/94 $108.99 Sound Cards precise 3D twist function. Ratio dig- 
TM Flight Control Sys 11/91 $59.99 ital technology. Up to 24 program- 
TM Frag Master 12/98 $65.99 Diamond Sonic S90 PC! 09/98 $59.99 mable actions. 
TM Nscr Fre GT Reg WhI 12/98 $149.99 Snd Blstr PCl 128 PC Wrk 09/98 $135.99 Saitek (Hardware) 
Sound Blaster LIVE 08/98 $179.99 Release: NOW 


TM Nascar Racng Whi 12/97 $89.99 Sound Blaster LIVE! Value 10/98 $99.99 
TM Nscr SprSprtRcng WI 12/98 $69.99 Sound Blaster PC1128 08/98 $69.99 
TM Reflex USB 3D JStk 06/99 $38.99 Turtle Bch Mibu Srrnd 64 09/98 $79.99 
TM Top Gun Platinum 02/99 $25.99 Turtle Bch Mntgo A3DX 2 12/98 $89.99 
TM NASCAR Chargr 02/99 $34.99 Xtel StormPltnmA3D 04/99 $69.99 
TM Nscr Sprint Reng WhI 09/98 $53.99 


PC 


‘CH FLIGHT SIM YOKE- 
USB’ New ergonomically 
designed yoke movement 
without a center detent 


: allows the ultimate in con- 

bo ee i a Be | COMPUTER GAMES: ARCADE are trol. 5 axis control includes 
ory, 128-bit acceleration with NVIDIA's TwiN Texel engine, true single- Q Bert 11/99 $28.99 propeller lever, & mixture 
pass multi-texturing & color, 32 bit, 3D rendering to deliver high frame | °'2"¢ Theft Auto 2 1 SAAS lever. 19 button functions 
rates & remarkable 3D performance. Provides up to AGP 4X support, | Cu"92" Frontier 05/99 $27.99 Rayman 2 10/99 $44.99 include gear switch, flap 
32-bit Z/stencil buffer, MPEG video playback, & speeds of 150MHz Missile Command Clssc 11/99 $28.99 Resident Evil 3 11/99 $34.99 switch, 8-way hat switch, 
engine clock speed & 183MHz memory clock speed. CH Products (Hardware) two 2-way rocker switch- 
Diamond (Hardware) Pandora's Box 09/99 $39.99 Space Invaders 09/99 $42.99 Release: NOW PC es, and 4 push buttons. 
Release: NOW ‘VIPER V770 AGP; nce 09/99 $39.99 | “FLIGHT SIM YOKE USB LE’ 
PC Release: NOW Pong 10/99 $18.99 Tetris 11/99 $28.99 Release: NOW PC 
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‘AXIS & ALLIES: 
IRON BLITZ EXPAN- 
SION PACK’ The sce- 

| narios & battles 
added to this best 
selling game of strat- i 
egy guarantee many FF 
| hours of additional 
excitement. 

Hasbro (Strategy) 
Release: 11/99 

PC CD 


A 


5G ours Uroer now and) receive 

a is / Gn | ; 0 etl 24 Week vat ie ‘ - 

NY FO 7 Days 2 DUR IKE Catalog With 
SRAM gf Tax f Nousands of games! 

BOARD GAME nd ga 

Milton Bradley , = | BOARD GAMES || CARD GAMES 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
Release: 11/99 1830 RR & Rbbr Brons 12/94 $26.99 El Grande 11/98 $34.99 Scrabble Dix 08/97 $49.99 Battletech Starter 11/96 $7.99 
Board Game 1944 Second Front 12/94 $29.99 Empire of RisingSun 11/95 $44.99 
SALE PELE SOO” — os comeas mem er See ecmed om ae 
3 . : irage ; 
Advanced Civilization 12/94 $31.99 Flight Leader 12/94 $24.99 Sushi-Jalapeno War 01/99 $39.99 MTG Portal BP 04/98 $2.99 
Age of Renaissance 12/96 $46.99 For Whom Bell Tolls 07/96 $56.99 Typhoon! 1941 11/95 $39.99 MTG Stronghold BP 03/98 $2.99 
Airlines 1 or 2 ea. 08/98 $34.99 Gettysburg 3 Days July 05/96 $39.99 U.S. Rails 12/96 $12.99 MTG Tempest BP 09/97 $2.99 
‘SCRABBLE DELUXE TRAVEL’ Alexanders Generals 01/95 $32.99 
America in Flames 01/99 $49.99 Guild Wars 12/98 $34.99 War Galley 05/99 $49.99 MTG Urza's Legacy BP 02/99 $2.99 
Ancient Empires 01/95 $34.99 Hannibal 03/96 $34.99 War To End All Wars 08/98 $17.99 MTG Urza's Saga BP 10/98 $2.99 
Antietam Campaign 08/96 $25.99 Harpoon Box Set 11/96 $45.99 Warhammer 40K 11/94 $69.99 Pokemon BP 06/99 $2.99 
‘ ’ lron Dragon 11/94 $26.99 Warhammer Fantasy 10/96 $74.99 
RCRASELE MENIAL 00 B-17 12/94 $21.99 Kingmaker 12/94 $26.99 We the People 12/94 $36.99 Star Wars BP Assorted Ea.11/97 $2.99 
Barbarossa Army Grp Ctr 02/99 $54.99 Knightmare Chess 1 or 2 ea.05/97$13.99 
Milton Bradley Battle Mist 10/98 $42.99 Krieg! 08/96 $36.99 World in Flames Dix 11/96 $99.99 X-Files SD 11/96 $8.99 
Leisure & Family a a ae "RISK’ Invade all 42 territories 
Release:NOW ee eee ene | of the 1880's world map. Attack 
Bloodst Day Antietam 09/95 $29.99 Mississippi Queen 11/98 $34.99 anemiok ae twas couinterat: 
‘STRATEGO’ You have an army of oe . a ts Se liste ae euee Sane tacks. Build units as you play. 
; ritannia 12/94 $21.99 Napoleon's Battles 12/94 $29.99 
ae and WeaOns at your disposal. Caesar Civil Wars 12/94 $44.99 Necromunda 11/95 $69.99 Parker Brothers 
Your mission - capture your oppo- Cape Horn 06/99 $24.99 Noble Armada 05/99 $49.99 «| Strategy 
nent's flag and protect your own. Carnage 04/99 $52.99 Patton's Best 12/94 $21.99 Release: NOW 
Sa ae ts hee ipa Castle of Magic 05/99 $24.99 Quebec 1759 09/95 $34.99 | Board Game 
rol ster ee mene Rice nom Maximus 12/94 $13.99 Quests of Round Table 02/99 $19.99 
: lue 05/98 $26.99 Ra 04/99 $29.99 
5 ein players(6) over a LAN Command Decision 01/99 $34.99 Rebels & Redcoats tor 2 ea.05/95$28.99 
Hasbro (PC CD) Crimson Skies 01/99 $29.99 Republic of Rome 12/94 $36.99 alee PC oD 
elease: 
Dragon Dice 09/95 $9.99 Robo Rally 01/96 $36.99 ‘RISK 2 PC CD’ 
Milton Bradley (BG) Eastern Front 2nd Ed —-12/94 $48.99 Samurai Swords 04/97 $46.99 Release: 12/99 
peleasel GW ___HINTBOOKS —_|_-PC:TRADITIONAL || —PC:BUNDLES ROLEPLAYING 
Age of Empires 2 12/99 $17.99 Aces Collection 2 05/97 $32.99 7thSea Players Guide 07/99 $25.99 
‘CHESSMASTER 7000’ is the Mh Alien Vs Predator 05/99 $17.99 Cabela's Trivia 12/99 $18.99 Aquazone 2 Deluxe 08/99 $24.99 AD&D Dungeon Mastr Guide02/95$23.99 
leading chess program with an Amen 08/99 $17.99  Catz4 09/99 $26.99 Battleground: Coll 10r2 ea 01/99 $37.99 
easy-to-use 300,000 game data- Babylon 5 09/99 $17.99 Chessmaster 6000 09/98 $34.99 Civil War Explosion Set 06/99 $19.99 Alternity Player's Handbook04/98 $27.99 
base, rated play against true-to life Baldur's Gate 01/99 $17.99 Dragon's Lair Dix Pk 05/99 $18.99 Ars Magica 4th Ed 08/95 $25.99 
opponents, free Internet play and Clue Chronicles 10/99 $28.99 Family Game Pack 2 10/99 $26.99 Call of Cthulhu 5th Ed. 07/98 $24.99 
more. New features’ include Caesar 3 11/98 $12.99 Coffee Break Games 03/99 $8.99 Forgottn Rims Arcvs2 06/99 $12.99 Castle Falkenstein 02/95 $24.99 
Chessmaster Academy (looks like a Cosmo Fashn Mkeovr Dix 09/99 $42.99 Forgotten Rims Arcvs 3 06/99 $12.99 Changeling 09/95 $26.99 
school), kids room, chess drills, Cosmo Virt Makeover 2 09/99 $19.99 Great Battls Sries CE 10/98 $37.99 Conspiracy X 09/96 $22.99 
customizable player personalities, & Daikatana 08/99 $16.99 Cosmo Virt Mkeovr 2 Dix 09/99 $42.99  Grt NvI Bttls 3,4 Bnd 05/97 $12.99 Cyberpunk 2020 05/95 $17.99 
Pandolfini chess skill assessment. Daikatana Auth Strat 09/99 $17.99 Dogz 4 09/99 $26.99 Hasbro Family Game Pck 03/99 $24.99 DC Heroes Universe 08/99 $24.99 
Daikatana Off Stg Gd 09/99 $17.99 Gms Email: Clue 11/99 $14.99 
Mindscape Dark Stone 07/99 $17.99 Hoyle Craps & Blkjack 05/99 $19.99 Jane's Attack Pack 06/99 $27.99 Deadlands Great Rail Wars10/97 $44.99 
(Traditional) Descent 3 05/99 $17.99 Journeyman Prict Trigy 05/99 $39.99 DeadlandsHell Earth Rule 12/98 $26.99 
Release: 10/99 Hoyle World Games 10/99 $29.99 Longbow Anthology 08/98 $37.99 Dragonlance 5th Age 09/96 $21.99 
PC CD Drakan 06/99 $17.99 Mech 2 Titanium Tril 04/98 $39.99 Dune 06/99 $25.99 
Driver 09/99 $14.99 Monopoly Casino 11/99 $28.99 | MechCmmndr Compilation11/99 $28.99 
‘AGE OF EMPIRES II: AGE OF Duke Nukem’ Forever 08/99 $17.99 Rubik's Games 09/99 $18.99 Miller Beer 3 Pack 06/99 $19.99 Fading Suns 02/97 $21.99 
KINGS’ Proceed from the Dark Ages Dungeon Keeper 2 06/99 $17.99  Scattergories 10/99 $28.99 Mortal Kombat Trilogy 10/97 $16.99 _ Fantasy Earth 01/96 $9.99 
to the Fuedal, Castle, & Gunpowder EverQuest Off Guide 04/99 $16.99 Scrabble (No Amer Only) 09/96 $19.99 Op Art War: Elite Ed 06/99 $44.99 
Ages in 13 civilizations. Create for- P Ppaaeeeconn’ Force 21 08/99 $17.99 Panz Cmmdr/Panz Gen 2 02/99 $38.99 Heavy Gear 08/95 $26.99 
mations & garrison units, & choose he ee ae Shanghai 2nd Dynasty 11/99 $35.99 Ravenloft 1&2 Bundle 02/97 $14.99 Hercules & Xena 09/98 $25.99 
directions. Board & capture ships, & Heavy Gear 2 05/99 $17.99 Shanghai Double Pack 09/97 $25.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
& choose unit behavior with aggre- Slansky's Table Poker 06/99 $33.99 Sega Smash Pack 02/99 $17.99 In Nomine 03/97 $23.99 
sion levels. Includes random maps, Indy Jones Infrni Mchn 10/99 $17.99 So Park Chef Luv Shck 09/99 $39.99 Jovian Chronicles 04/98 $24.99 
campaigns, & scenarios. Separate Interstate 82 09/99 $17.99 Star Trek TriviaChing 06/99 $18.99 MERP 2 Softcover 10/95 $19.99 
economic & military diplomacy. Kingpin: Life Crime 05/99 $17.99 Tot Annihiltn Comm Pk 11/98 $48.99 Macross 2 04/95 $11.99 
Machines 05/99 $18.99 Ultimate Motorcycle Srs 06/99 $27.99 Mage 2nd Ed. 02/95 $28.99 
Stratego 11/98 $18.99 Ultimate Sci-Fi Series 06/99 $27.99 Mage Sorcerer Crusade 10/98 $24.99 
Microsoft (Strategy) Trivia Pursuit Millenium 09/99 $29.99 Ultimate Wizardry Archives11/98 $26.99 Marvel Super Heroes 09/98 $21.99 
Release: 10/99 Pharaoh 09/99 $17.99 Trivia Pursuit NASCAR 11/99 $28.99 Mechwarrior 07/95 $13.99 
PC CD Prince of Persia 3D 09/99 $16.99 You Don't Know Jack5 09/99 $34.99 Nephilim 09/95 $18.99 
Racer 06/99 $12.99 _ . Palladium Fantasy 03/98 $21.99 
| FINAL FANTASY VIIl' Computer- ‘DIABLO Il: INFERNO’ Journey Pendragon 4th Ed. 05/95 $19.99 
generated movies, 3D gameplay, Rogue Spear 09/99 $17.99 | across distant lands, fight new vil- 
100s of pre-rendered, computer- Sim City 3000 01/99 $16.99 |lains, discover new treasures & Riddle Rooms Asst. Ea. 04/99 $9.99 
generated backgrounds & real-time Star Trek Birth Fed 06/99 $17.99 | uncover ancient mysteries. Five Robotech 04/95 $11.99 
3D battles. Through an intricate bal- SWAT 3 Clse Qtrs Bttl 11/99 $17.99 | new Character classes, 4 towns & Run Out the GunsAdventure 04/99$24.99 
ance of these elements, Final Team Fortress 2 09/99 $17.99 | wilderness areas. Multiple dun- 


Fantasy is brought to life through 
high quality computer generated 


Total Annhitn Kingdoms 07/99 $17.99 | geons, caverns & crypts in every 


Total Annhitn Kngdm OSG 06/99 $17.99 | town to explore. Expanded world Swords of Middle Kingdom06/99 $23.99 


graphics & elegantly composed FASUItA Ut Total Annihilation 2 11/99 $17.99 |filled with all-new quests, Tribe 8 10/98 $25.99 
sound & music. weapons, spells, armor, monsters Trinity 03/98 $26.99 
EA (Roleplaying) Unreal Tournament 08/99 $17.99 |&non-player characters. Full mul- 

Release: 11/99 Warcraft 2 Platinum 07/99 $12.99 _| tiplayer support. Werewolf 02/95 $24.99 
PC CD Wheel of Time 07/99 $17.99 | Blizzard (Roleplaying) World of Darkness 06/95 $15.99 
‘FINAL FANTASY VII' X-Com Alliance o7/99 $17.99 | Release: 11/99 World Necroscope 07/96 $24.99 
Release: NOW PC CD Wraith 02/95 $24.99 
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n shooter with a twisting plot line set in 
| the near future. Control special operative Joanna Dark as she completes 
missions & wastes tons of bad guys. Motion captured villians, dynamic 
lighting & explosive effects, surround sound and 3 difficulty levels with 


| SONY PLAYSTATION increasingly smarter Al in each stage. Single or multiplayer action. 


Nintendo (Adventure) 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE | | aig PRICE Release: 12/99 
3 Xtreme 04/99 $42.99 NBA Shootout 2000 11/99 $42.99 R4:Ridge Racer Type4 05/99 $42.99 N64 
Gauntlet Legends 11/99 $42.99 NCAA Football 2000 07/99 $44.99 Railroad Tycoon 11/99 $44.99 
Alien Resurrection 09/99 $44.99 Gran Turismo 2 08/99 $44.99 NCAA Game Breaker 200009/99 $42.99 Ready 2 Rumble Boxing 11/99 $46.99 ie , ,; 
All Star Tennis 99 07/99 $36.99 Grand Theft Auto 2 09/99 $42.99 bec FANTASY re ial : 
Ape Escape 06/99 $39.99 Jade Cocoon 07/99 $46.99 NFLGameDay 2000 09/99 $42.99 Rising Zan 10/99 $42.99 cronana cae: pb cave 
nee oe ere ees 020 Rash Unchained — 08/99 $44.99 hundreds of pre-rendered, comput- 
| MISSIONS’ Join Snake as Rugrats Studio Tour 09/99 $44.99 er-generated backgrounds and 
Army Men:Sarge's Heroes 08/99 $42.99 or Silent Hill 03/99 $46.99 
qty GGG REGED HB GOES INTOUGN MaINGY actor say Sua real-time 3D battles, Final Fantasy 
Bass Langing wContrir 0G! exercises to make him they °°°°!0'™ “ VIII promises to elevate interactive 
SS ae =— ES ee best. More than 300 virtual ered ' a we: entertainment to a new level with a 
Brave Fencer Musashi 11/98 $39.99 vucrioa eonouner sovelfl a reality missions pushing the} °°" "2% "aly ac ieee balance of story, graphics, system 
Broken Sword 2 | cane $44.99 fi Be © ES [limits of endurance. Use an Space Invaders Mer 9 $39.9 and sound, Characters gain com- 
CTR:Crash Team Racing 10/99 $42.99 J entire arsenal of weaponry Spiderman 07/99 $44.99 bat experience points even if they 
Carmageddon 2 07/99 $42.99 ; Spyro the Dragon 2 08/99 $42.99 
and sharpen your puzzle turn and flee from battle 
Chessmaster Millenium 06/99 $42.99 ; i : 
a solving skills as you try to Squaresoftt (Role lavin ) 
Civilization 2 01/99 $39.99 : Star Wars Phantm Mence 07/99 $46.99 q playing 
catch killers and other nasty Release: 8/99 
Clock Tower 2 09/99 $39.99 villains. Streetfighter Alpha 3 05/99 $38.99 : 
Cool Boarders 4 11/99 $42.99 Konami (Shooter) Suikoden 2 | 08/99 $48.99 PSX 
| eee, NT The Next Tetris 06/99 $42.99 ‘DREAMCAST SYSTEM’ Four con- 
Darkstone 08/99 $52.99 Fall Gongaatto GAS? S4an troller ports, perfect for multiplayer 
Demolition Racer 09/99 $46.99 est Drive 6 09/99 $42.99 games, printers & digital cameras. The 
Destreger 06/99 $46.99 Jeff Gordon XS Racing 10/99 $44.99 NFL Xtreme 2 07/99 $42.99 Tiger Woods 2000 09/99 $44.99 AN multi-out port is used for all your 
Dino Crisis 09/99 $44.99 Jet Moto 3 09/99 $39.99 NHL Hockey 2000 09/99 $44.99 Tomb Raider Drk Revitn 09/99 $42.99 | connections: S-video, composite video 
Driver 07/99 $42.99 Jurassic Park:Warpath 09/99 $44.99 | RFU adapter or the VGA box. The aah 
Echo Night 09/99 $39.99 Knockout Kings 2000 10/99 $44.99 Omega Boost 07/99 $44.99 Toy Story 2 11/99 $44.99 so Wee Picken ened HEC 
2 roller boasts 2 pads, 1 digital & 1 ana- 
Ehrgeiz 05/99 $39.99 PSX Dual Shock Asstd Clr 11/98 $29.99 Triple Play 2000 03/99 $42.99 ie ie eagra cagh eb ke 
FIFA Soccer 2000 09/99 $42.99 Lunar 2:Eternal Blue 12/99 $56.99 PSX Memory Card 09/95 $14.99 Twisted Metal 4 11/99 $42.99 itans Rae eieniian stats ee ticen 
UIl< WU CALGTTolt Ulo, U USE 
Lunar Silver Star Story 06/99 $56.99 Ultimate 8 Ball 06/99 $39.99 for a VMU. the other for force feedback 
Fear Factor 06/99 $46.99 Pac Man 3D World 10/99 $39.99 Unjammer Lammy 06/99 $44.99 | iid Tak 
Fighter Maker 06/99 $42.99 Medal of Honor 09/99 $48.99 Paper Boy 09/99 $42.99 Vandal Hearts 2 11/99 $46.99 
Met! Gear Solid VR Miss 10/99 $39.99 Point Blank 2 05/99 $42.99 Sega (Hardware) 
Final Fantasy Anthology 10/99 $59.99 Mission Impossible 09/99 $44.99 Pong 10/99 $42.99 WCW Mayhem 09/99 $46.99 Release: 9/99 
Formula One 07/99 $44.99 Q Bert 11/99 $42.99 Dreamcast 
Frogger 2 11/99 $42.99 NASCAR 2000 09/99 $42.99 Quake 2 08/99 $44.99 Warzone 2100 06/99 $46.99 
GEX 3:Deep Cover 03/99 $44.99 NBA Live 2000 11/99 $44.99  R Type Delta 09/99 $39.99 Wild Wild West 11/99 $44.99 ‘THOUSAND ARMS' Set in a 
| ; A | | mythical world of swords & 
| Saas NINTENDO 64 | | DREAMCAST i re ig Hp: 
4x4 Mud Monsters 08/99 $64.99 Earthworm Jim 06/99 $56.99 Mario Party 02/99 $52.99 Blue Stinger 09/99 $46.99 Triumph, young noble black- 
All Star Baseball 2K 04/99 $64.99  ExciteBike 11/99 $56.99 Mission Impossible 08/98 $56.99 smith. Encounter helpful 
All Star Tennis 99 07/99 $59.99 FIFA Soccer 2000 09/99 $56.99 Monaco Grand Prix 07/99 $59.99 Dreamcast Visual Memory09/99 $39.99 allies, Cunning enemies & 
Fighter's Destiny 02/98 $59.99 Monster Truck Madness 07/99 $59.99 House of the Dead 2 09/99 $46.99 ™m even go on dates with some 
Asteroids Hyper 64 08/99 $59.99 Fighting Force 64 06/99 $59.99 Mortal Kombat Gold 09/99 $49.99 } beautiful ladies. This eventu- 
Banjo-Kazooie 07/98 $54.99 GEX 3:Deep Cover 08/99 $62.99 N64 Controller Blue 10/96 $26.99 NBA 2000 09/99 $46.99 ally leads you to the ultimate 
Battle Tanx 2 09/99 $59.99 Gauntlet Legends 09/99 $59.99 N64 Expansion Pak 12/98 $29.99 NFL 2000 09/99 $46.99 eae confrontation of evil in which 
Beetle Adv. Racing 03/99 $54.99 N64 Rumble Pak 09/97 $19.99 Ready 2 Rumble Boxing 09/99 $48.99 m the entire fate of the world 
: ine. VI j / , j 
‘NFL BLITZ 2000’ | Sega Rally Champion 09/99 $46.99 hangs in the balance. : 
Compile a playbook, call capeelliane secanelipaalinnin Atlus (Roleplaying) 
audibles, pass down thes “BA Courtside 2 11/99 $56.99 Virtua Fighter 3 09/99 $46.99 Release: 8/99 
. NBA Jam 2000 09/99 $66.99 | | PSX 
Ue W “ 5 aida NFL Blitz 2000 09/99 $62.99 | GAMEBOY | 
ay. Weather and win 2 ‘ Paieh 
bey! NHL Hockey 2000 10/99 $54.99 Arcade Hits Defender/Joust04/99 $28.99 a JET FORCE GEMINI’ will 
3007 Boy 64 09/99 $62.99 Asteroid 07/99 $28.99 weT roar ey = take you on a galactic 
field conditions. No holds} | ??°' °° ial a . y JBaiec 
| ; Centipede 03/99 $28.99 | , — aw. «he adventure swarming with 
| barred tackles, annoying ; sla = 
taunts and  end-zone Pokemon Snap 07/99 $54.99 _ a = , " aliens. Shoot your way 
A Pokemon Stadium 10/99 $59.99 Chessmaster 06/99 $28.99 through 120 stages of 
ances beef up the action . . ae 
from 5 different camera Quake 2 06/99 $54.99 Darts 09/99 $28.99 | action, taking varying 
aralee. Includes: all NEL RayMan 2 09/99 $62.99 FIFA Soccer 2000 09/99 $29.99 et Ws | paths to the Boss planet. 
A alee stadiums Ready 2 Rumble Boxing 11/99 $64.99 Frogger 02/99 $28.99 | a Play one of 3 characters, 
belly eae Game & Watch Gallery 3 12/99 $28.99 ’ each with unique talents & 
lt I Smash Brothers 05/99 $54.99 | ous cus. | Weaponry. Confront insect 
South Park Rally 10/99 $59.99 Ghost'n Goblins 10/99 $28.99 ae WN Squadrons, squirming 
Blades of Steel 2000 11/99 $56.99 Golden Eye 007 09/97 $39.99 Space Invaders 10/99 $52.99 Ken Griffey Jr. BB 2 06/99 $28.99 oe maggots & nasty aliens 
Blast Corps 03/97 $54.99 Grand Theft Auto 09/99 $64.99 Spiderman 07/99 $62.99 Nintendo (Shooter) while unlocking secret 
Blues Brothers 2000 10/99 $62.99 Hot Wheels 09/99 $56.99 Star Wars Racer 05/99 $62.99 Light Magnifier Asstd Colr06/99 $7.99 Release: 8/99 multiplayer modes. 
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The response to Columbine 


We received hundreds of letters 
about the Columbine massacre and 
the ensuing Upfront editorial 
"Games as a scapegoat.” [CGS+ 104] 
What follows is a small sampling. 
Sorry, they're not particularly funny. 


The blame game 
You have raised a far reaching and 
oft-un-answered question. “By 
placing the blame for horrible acts 
primarily on cultural influences, 
are we removing an individual’s 
ability to accept personal responsi- 
bility for any act they commit? “ 
When has our society not done 


this in recent times? Various reli- 
gions have been clarifying and 
codifying the means of repentance 
(apology) and atonement (repara- 
tion for crimes committed against 
another). For some, atonement is 
done away from and having little 
or nothing to do with the wronged 
party. This avoids the responsibility 
of facing the accusers. There seems 
to me to also be an acceptance of 
apology without atonement in our 
society in general. This leaves 
issues unresolved, and fosters an 
atmosphere of anger, resentment 
and revenge. This to me seems to 
be the main reason for the continu- 


That uneasy feeling 


| find myself in agreement with the unease expressed on the connec- 
tion between 3D shooters and violence. The day after the killings at 
Columbine High School, | was having lunch with some of my gradu- 
ate students. The feeding frenzy of morbidity that is CNN was blaring 
in the background. A commentator linked computer gaming and 
rock music to the killings with the casual, understated firmness of 
Pat Robertson pointing out that sex and liberal politics pave the 
express route to Hell. It goes without saying that the comments were 
sensationalized gross exagger- 
ations referencing game titles 
that have been out of style for 
3-5 years (which, of course, is 
more like 10-15 years to dogs 
and gamers). 

My students, knowing me for 
the game fan | am, turned 
politely for my customary “Oh, 
that’s utter crap” comment. 
Somehow, | couldn’t find the 
words this time. My mind went back to the moment when I'd first 
heard about the shootings. Without knowing anything about the con- 
text, I’d channel hopped into the middle of a witness’ account. 
Immediately I’d thought, “My God, it sounds like they were pretending 
to play Quake—extreme 3D and real-time.” 

To my students at the bar, | could only respond by saying that com- 
puter gaming was not the only factor in play. The problems that led to 
the Columbine killings are not simple or new. There have been 
extremely angry and frustrated teenage boys committing acts of vio- 
lence as long as there have been teenage boys. Violent games are a 
symptom, not the disease. If computer games disappeared tomorrow, 
violent teenagers would not. For many gamers, playing acts as a pres- 
sure valve. After the catharsis of some virtual mayhem, we are able to 
go back to being responsible, ethical, mild-mannered citizens. 

The Columbine killings made it obvious to me that things are not 
working out like that for all of us. The boys who shot their fellow stu- 
dents were part of the gaming community. Maybe they read this mag- 
azine. Maybe they composed “Please print more horny, sexy 
Soulblighter” e-mails. Playing 3D shooters did not generate the anger 
and frustration that motivated them to kill. 

Gaming did, however, turn out to be a poor and extremely danger- 
ous way to harness and train that rage. 


Doom 


Dr. Kelly Taylor 
Denton, TX 


} 
1 


| 


ation and escalation of the prob- 


lem a — COMPUTER Voodoo 3ister! 
To the best of my knowledge, | ore, 
think the ment ‘ much ree suttthaat Falcon Mack t 
Fee PLUS seni i 
than any lawyer or expert has laid ~ a 
out recently. The blame for a per- 
sons’ actions lies solely on the per- 
son, and those directly involved in 
supporting their actions. Anything 
else, to me, seems to be avoidance 
or shifting of blame away from the 
one physically responsible. 
Regardless of the reason, it takes 
away that persons direct responsibil- 
ity, and culpability, for their actions. 
Steven Breck Kovach 
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Parental blame 

| am a Correctional Officer working 
in a prison in Delaware. | work with 
the people society believes should 
not walk among us. They are the 
killers, rapists and the thieves. 
Talking to, and listening to, these 
people day after day | have dis- 
covered one thing that many of 
them have in common; parents, or 
a lack thereof. 

Parents need to start taking 
responsibility for what their chil- 
dren are doing. They should con- 
trol what comes in to their house. If 
it's not appropriate, get rid of it. 
Pay attention to what your kids are 
playing on the computer or game 
console—odds are, you paid for it. 
Look at what your kids are buying. 
If it's not to your liking, say no 
(God forbid) or return it. 

The above things require an 
active role in the life of children. 
Many are quick to attempt to 
assign blame on anything that will 
get the focus off their own failures. 
Parents of today are so busy with 
their own lives that they are for- 
getting their young ones at home. 
Then something happens and the 
first thing out of their mouths is “| 
had no idea that Bobby....” Then 
comes the shift in focus, “Bobby 
plays DOOM online, and watches 
wrestling on Monday nights. That 
must be the problem.” 

We, the responsible consumers 
will eventually pay for the failures 
of others. | play Quake // and am 


an Unreal addict, However, when 
my son, who is four, walks in the 
room, | shut off the monitor until 
he leaves. | monitor the shows he 
watches and eliminate what | think 
is inappropriate. 

Until parents start being 
responsible, we will continue to see 
a rise in violence and crime. Next 
time people complain about their 
taxes going up to build a prison, 
maybe they should stop and think 
about what their kids are doing. 

Allan Deal 


Accountability 

Although these shootings were a 
sad tragedy, | don’t see how any- 
one can be held accountable but 
the individuals responsible for the 
act. Every individual on the face of 
the planet early on knows and 
understands the difference 
between right and wrong, and | 
don't see how any individual, no 
matter how many times he or she 
has played doom or watched vio- 
lent movies, can use these as 
scapegoats for their action. 

In my opinion, even if these 
troubled teens had never watched 
a violent movie or played games 
like doom they would someday 
have been trouble for society. 

Stephen Rudy 


continued on page 133 
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See more action at 


www. microsoft.com/games/midtown 
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SUPERGIRE 


3 Racing Modes — Beginner, Intermediate, 
Full Racing Simulation Mode 


Racing Season Career, From Rookie 
To Pro Rider 


Automatic On-Line Update Detection And 
Download, New Versions & Features 


Roger Wilco Voice Communication 


ICQ Messaging Suite 


Tuning Screens For Suspension 
And Transmissions 


Variable Weather Including Humidity 
And Wind (Changes Bike Performance) 


3-D Accelerated Graphics 
3-D Adjustable Audio 
9 Different Camera Views 


Practice Tracks — Practice On A Track 
Prior To Entering A Race 


WWW.MOTORSIMS.COM 


The physics are real. The AMA tracks are real. 
The chassis tuning and engine setup are real. 
The feedback from your bike is real. The skills 
you need to win are real. The competition is real. 
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"Aims to take the Superbike racing 


scene to a new level." 
—~ Games.net 


"A total focus on realism... 
race fans had better keep their eyes on this.” 
- Next Generation Online 


Customizable Rider Leathers And Helmet 


Power And Braking 


"A very true-to-life physics Sounds For Each Bike 
model and all of the elements you 
would find In an AMA event. Lift And Drag 


~ PC Gamer 


Changeable Dual Side Tire Compounds 


999 Motorsims is a trademark of Motorsports Simulations. inc. ARMA ‘ 


Model-Specific 
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Your pupils are about to dilate. 

Your knuckles are about to turn white. 
Your pores are about to rain. 

Your heart is about to machine gun. 
Your body is about to get intimate 
with the asphalt at 160 mph. 

You are about to enter the world of 


AMA Superbike racing. 


Tires Grip, Slide And Skid Under 
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Rider Lean And Seat Position Affect Turn Performance, Nant Z 
MOTORSIMS 


Wheelies And Stoppies Controlled With Rider Power And Braking 


Superbixe is registered trademark of the American Motorcyclist Association. 


